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By Bryan Intihar 


Ss any retailer or consumer knows, October 
26, 2000, is going to be a huge day for the 
videogame industry. On that day, Sony 
Computer Entertainment America will launch its 
highly anticipated PlayStation 2 console. Even 
with Sony’s announcement that it will ship one 
million units for the October 26 launch, numer- 
Ous retail stores have ceased all pre-orders of 
the console. However, that’s certainly not the 
case on the Internet. GameWEEK has discovered 
that prominent videogame retailers Babbage’s 
Etc. and Electronics Boutique have continued to 
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Vivarium’s 

Yoot Saito 
Creator of the most 
unusual DC game 
hopes U.S. con- 
sumers will bite 


page 18 take pre-orders through their respective web- 

sites, www.gamestop.com and www.ebworld.com. 

Departments: | Right after Sony introduced its new console in 
september of 1999 at the Tokyo Game Show, hun- 

eee 3 dreds of consumers flocked to their local 
Multimedia News ..... DY videogame stores to put money down and Suar- 


antee themselves a console on launch day. While 
many retailers initially held back on accepting 


Accessory Market ....14 
Retail Buyer Guide ....16 
Release Schedule ....20 


Stock Report ........ 2 Microsoft Buys Bungie for 
Tracking Reports ......24 iret. ; 
ete >, First-Party Software Benefit 
Financial News ........ 27 


by Andy Eddy 


based development house. 


UGA-SUE Loe 
ATTH: STORE MAHAGER 

WIDER COMMECTICH 

2301 b CEHTRAL AUE # OH 

TOLEDO OH 43606-1415 


LabedechUacGbacUbeccebbessccdbadesbesedELabeclebecdadecdeadal 


~~aAtiniioa 
(continued 


icrosoft Corp., in an effort to build up its first-party 
development arsenal, announced its purchase in mid- 
June of Bungie Software Products Corp., a Chicago- 


Once all the logistical details are worked out— 
GameWEEK was told prior to press time by Microsoft’s VP of 
Games Publishing Ed Fries and Bungie’s founder/CEO Alex 
Seropian that it should be “very soon”—Bungie’s three 
development teams will move to Microsoft’s Redmond. 
Washington, offices. The last team to make the move will be 


On 
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pre-orders, after the first of the year, 
the pre-orders started to take place 
throughout varlous stores. 
Companies such as Babbage’s and 
Electronics Boutique were accepting 
pre-orders in their stores without 
even knowing the release date or 
price of the PS2. Soon after Sony 
announced these two key details 
about the PS2, Babbage’s and 
Electronics Boutique quickly put a 
halt on pre-orders in their stores 
around the country. 

Meanwhile, while perusing the Babbage’s and 
Electronics Boutique websites, this editor was 
astonished to find that both websites were still 
taking pre-orders. Even more surprising was that 
these pre-orders were for units that would ship 
on October 26—unlike the stores that had 


stopped all launch day pre-orders. This strategy 


seems to place more value on the online con- 
sumer than the regular in-store customer. 
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at Odds on 


By Andy Eddy 


1e story seems like a simple one 
company comes up with an 
innovative add-on _ that 
enables a portable 
game system to dou- 
ble as a digital-music 
player. 
Well, it would be simple if 
it ended there. 
In this story, however, the maker 
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been protective of the companie 


VATICAL 


ENTERTAINMENT 


Nintendo, SongBoy.com 


A 


of the portable gaming system is 
Nintendo of America, which has always 


licenses to create software and enhance- 


U.S. $3.95 


Babbage’s and EB Shift PS2 
re-Order Focus 


PlayStation. 


Stores such as Babbage’s and Electronics Boutique are only pro- 
moting PS2 accessories and titles and not the actual console. 


When GameWEEK spoke to a customer service 
representative for Babbage’s, she stated that the 
“stock for our website is different for our stores. 
Also, there is a different amount of consoles 
allocated for the website than for the stores.” 
When asked about when the present pre-orders 
would be shipped, she added, “We fully expect to 
ship all the orders on October 26. Unless Sony 
changes the stock that it has promised us, these 
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Music Device 


ments. And in this case, Nintendo of 
America has reportedly chosen to deny 
songBoy.com, the makers of the previ- 
ously described SongBoy add-on 
for Game Boy, a license to 
make the product under the 
game giant’s umbrella. In 
fact, Nintendo has taken it 
a step further by filing a 
lawsuit against SongBoy.com 
for trademark and_ patent 
infringement. 
As if that weren’t fodder for a game- 
industry soap opera, it gets more convolut- 
ed when you look at SongBoy.com’s June 9 
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Two hundred years In the future. The Solar System Is colonized and thriving. But behind the facade of prosperity, a struggle for control vied vahieasi. 
Earth and Mars are on the brink of bitter war. Shipping lanes are under attack by secretive pirate clans. And an unseen force threatens the very 
existence of humanity. mh “Waa ae 
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New N64 Console This Holiday Season 


Pokemon-oriented system comes as no surprise 


By Bryan Intihar 


intendo is planning on riding the 
Pokemon wave right through this hol- 
iday season. During the fall, the com- 
pany plans on releasing its Pokémon 
Gold/Silver titles for the Game Boy Color 
and another Nintendo 64 title called 
Pokémon Puzzle League. Recently, the 
company announced yet another redesign 
of its Nintendo 64 game console. This time, 
the console will feature a Pokémon theme. 
Nintendo of Japan stated that the new con- 
sole would come in two colors, blue or 
orange, with each featuring a picture of the 
most recognized character of the series, 
Pikachu, on the right side of the console. In 
addition, the generic power button has 
been replaced by a red and white poké- 
ball, and Pikachu’s foot is now the reset 
button. Lastly, Pikachu’s cheeks light up 
when the console is turned on. 
This is not first time that Nintendo has 
redesigned its 64-bit console. Back in 


By Ben Rinaldi 


in North America, Kalisto 

Entertainment, a developer best known 
for creating hit videogame titles such as 
Nightmare Creatures and 4 Wheel Drive. 
has acquired DayLight Productions. 
Pending approval by shareholders, 
DayLight will be re-named Kalisto 
U.S.A. and will be headed up by current 
DayLight President Mark W. Day. 

DayLight is an Austin, Texas-based 
developer that over the years has pro- 
duced games for major publishers, 
including Electronic Arts, Fox 
Interactive, Activision and 
Universal/Konami. DayLight’s team 
members have worked on the well- 
known Wing Commander series that 


| an attempt to expand its operations 


Daylight Savings Time for Kalisto 


Company acquires Austin-based developer 


November of 1999, Nintendo released a 
Donkey Kong bundle that included the 
Donkey Kong 64 game, a 4MB expansion 
pak, one controller and a translucent 
green console. On February 21, the 
company released six variations to 
the console with each 


being a different 

translucent — color. - 
The consoles were aii 
appropriately _ 


named Smoke, ~. 
Ice, Fire, Jungle, | ¥ r ) (0 


> 


Watermelon and 
Grape. No game 
was included in the 
packaging, each unit 
came with only one 
controller and retailed for $99.95. 
According to a Nintendo representative, 
the Pokémon-themed console will go on 
sale in Japan this July and then hit store 
shelves in the United States in time for 
this holiday season. However, no price or 


include Wing Commander 3, 4, 
and Prophecy. 

“I look forward to the challenge of 
continuing to grow both our San 
Francisco and Austin studios and work- 
ing with the best technical and creative 
talent that these two diverse locations 
have to offer,” said Day. “Kalisto 
Entertainment is the largest dedicated 
developer in Europe and we are excit- 
ed at the opportunity to represent 
Kalisto in the U.S. as we share the same 
philosophy of quality, creativity and 
industry savvy that has made Kalisto 
such a success.” 

The studio will produce both original 
Kalisto games and co-productions 
based on third-party licenses for cur- 
rent and next generation consoles, PC 
and the Internet. GW 
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The new Pokémon-themed system 

will be available in Japan this July 

and is scheduled for a U.S. release 
during the holiday season. 


date have been announced for the United 
States release. However, since the con- 
sole offers the same features as the stan- 
dard Nintendo 64 and is relatively the 
same size, the price should range in the 
$100 area. GW 


SHORT TAKES 


Girl Meets (Game) Boy 


he first lady of videogames, Lara 
Croft, has finally made her way to 
Game Boy Color, the reigning king of 
the portable videogame arena. To help 
celebrate this momentous meeting, pub- 
lisher THQ and peripheral manufacturer 
Nyko Technologies are teaming up to 
offer consumers a special sweepstakes 
in which they can score some free loot. 

The “Let Lara Light Up Your Life” 
sweepstakes will allow participants to 
win some great prizes, including a copy 
of Zomb Raider for GBC and Nyko’s nifty 
Worm Light. 

Consumers can sign up to win by visit- 
ing the following website between now 
and August 1: http://ocs.thg.com/ 
tombraider_contest. The first 10 
entrants will win a copy of Zomb Raider 
starring Lara Croft and a Worm Light, 
while the next 90 entrants will win a 
Worm Light. GW 
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by Ben Rinaldi, 
GameWEEK Senior Editor 


Cheaters Win. . . 
Everyone Else Loses 


hile flipping through the June 
issue of Game Developer 


Magazine | came across a fasci- 


nating article called “How to Hurt the 


Hackers.” The author, Matt Pritchard of 
Ensemble Studios, talks about the 
problem of. cheating in online games— 
a problem that may be more wide- 
spread than anyone thinks. Already 
there have been well-documented 
Cases involving popular games like 
Diablo, Age of Empires and the original 
Quake. And those are just a few exam- 
ples that we are aware of. 

Pritchard brings the subject of 
online/multiplayer cheating out of the 
Shadows by revealing the unscrupu- 
lous techniques used by hackers to 
gain an unfair competitive advantage. 
An excerpt from the article explains 
why cheating can be so disastrous for 
both developers and publishers of 
online PC games: “As more games are 
released with online play as an integral 
component, drawing ever-larger audi- 
ences, it becomes ever more impor- 
tant to ensure that each online game 
player experiences what they believe to 
be a fair and honest experience.” 

He’s not kidding either. | can tell you 
from first-hand experience that cheating 
can really ruin a great game. Lately, 
while enjoying some frantic games of 
Unreal Tournament (an office favorite), 
a few GameWEEK editors (myself 
included) noticed some incredibly 
Strange things happening that could 
not be logically explained. Certain play- 
ers displayed extra-ordinary abilities 
such as invincibility and perfect aim (in 
some cases, rockets would shoot out 
of a player’s back to kill us). These 
unfortunate incidents have soured my 
experience with the online multiplayer 
aspect of UT to the point where | don’t 
even play it anymore. 

This is the nightmare scenario that 
developers and publishers fear most. 
Right now, the problem affects only a 
small segment of the online PC gam- 
ing community, but as Internet-enabled 
consoles—Dreamcast, PlayStation 2 
and Xbox—bring online gaming to the 
masses, it’s something that will have 
to be addressed if multiplayer online 
gaming is to move forward. GW 
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PlayStation 2: Behind the TOOL 


Programmer defends PS2 software development capabilities 


By Dane Baker, 
CoreMagazine.com 


ollowing a series of reports regarding 

the limitations of the PlayStation 2 hard- 

ware, we recently spoke with a program- 
mer regarding Sony’s P52 development sys- 
tem, “TOOL.” Due to the sensitive nature of 
the following information, we've decided to 
keep our source anonymous. 


GameWEEK: Can you give us 
some information regarding the 
functionality of the TOOL, the 
PS2 development system? 
Developer X: A\l hardware companies 
have some form of proprietary devel- 
opment system for their console. | 
think Sony’s is much more high 
profile and impressive looking 
than most. For example, in the 
Super Famicom era there was 

a strange white-gray box that 
was connected to both the 
Super Famicom and the PC 
for development. The TOOL 

is basically a development kit 
with a Linux workstation 
thrown in for free. The origi- 

nal PlayStation dev kit, which 
costs exactly the same as the 
PS2 one—about $13,000— 
required two PC ISA slots 
and led to many installation 
problems. The fact that the 
TOOL is essentially a stand- 


alone machine that is “talked to” via 
Ethernet makes it much easier to share 
data, thereby reducing costs when com- 
pared to other consoles. You can also devel- 
op interesting utilities that only need to be 
compatible with your Intranet, rather than 
learning a propriety method to access the 
development kit. | personally use Windows 
NT in association with the TOOL, so | get 
the best of both worlds. That’s another 
interesting thing about the system; you're 
not required to use Linux to talk to the 


TOOL machine; it uses standard TCP/IP. 
Everything considered, I think it’s the best 
development machine I’ve worked on to 
date. | don’t think many developers would 
criticize it aside from the price. 


GameWEEKkK: Very interesting, 
considering how _ outspoken 
some companies have been 
regarding the complexity of 
PlayStation 2 development. 
Developer X: | think the main problem is 
that most developers had preconceived 
notions regarding PS2 development. As a 
programmer, the PlayStation 2 does force 
you to change your way of thinking. Once 
you do that, you open yourself up to new 
techniques and things that haven't 
been done before. In that sense, | 
think the main people complaining 
are used to Direct-X...and any- 
one who actually likes Direct-X 
should be shot. (laughs) 
Seriously though, I’ve seen 
[PlayStation 2] titles in 
development that are mind- 
blowingly gorgeous, and defini- 
tively next-generation. Once 
you see what development 
houses such as Naughty Dog 
have under wraps, everyone's 
qualms will be washed away. 
Also, just wait until the smaller 


development houses in 
England get a firm grasp on 
the machine. GW 


By Ben Rinaldi 


os Angeles-based SVG Distribution, the 
sister company of publisher Crave 
Entertainment, recently announced a 
deal that will make it the exclusive distribu- 
tor of PlayStation products to Tower 
Records stores. SVG has been distributing 
PS products to 15 Tower outlets in Southern 
California since late 1999, but the new deal 
expands the company’s reach to all 85 
Tower stores nationwide effective in July. 
SVG’s Executive Vice President Michael 
Maas tells GameWEEK that his company 
negotiated and won the Warner contract 
because of its “Retail Partner Program” 
(RPP): “SVG approached Tower with the 
‘RPP’ concept, and following a successful 
test program in the Southern California 


VG Continues to Expand 


region, Tower asked SVG 
to roll out the program 
into all of its other 
retail stores.” 

Maas says SVG's 
Retail Partner Program 
is “a comprehensive 
program through which 
SVG co-manages all 
aspects of the product 
category with the retail 
partner.” In accordance 
with the agreement, SVG 
will be responsible for 
all aspects of the product category, 
including, but not limited to, product 
assortment, merchandising, marketing and 
advertising. Additionally, SVG will work 
closely with retailers to develop displays 


Michael Maas 
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and in-store promotions that meet with 
store concept design parameters. 

SVG also made official a deal to distrib- 
ute PS, Nintendo 64 and 
Game Boy products to 14] 
North American Warner 
Bros. Studio Stores. The 
Warner program covers 
Sony Ist and 3rd_ party 
hardware, software and 
accessories, and Nintendo 
third-party software and 
accessories. Like the 
Tower deal, Warner stores 
can look for SVG to handle 
inventory and price man- 
agement, direct to store 
shipping, value priced soft- 
ware programs, in-store gift promotions, 
co-op advertising, promotional product 
displays and packaging, custom merchan- 
dising displays and fixtures, and in-store 
sales training. GW 
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By Dane Baker and Dennis Day 


JAPAN NEWS BRIEF 


New PlayStation 2 Model Ships 

Sony has begun shipping a new version of the 
PlayStation 2 system in Japan. Labeled model number 
SCPH-15000, the system looks exactly the same as 
the original, but features a redesigned circuit board 
that Sony representatives describe as “more cost 
effective than that of the original unit.” In addition, 
the system is said to feature countermeasures 
against PlayStation 2 modchips, which allow users to 
play pirated software. The first shipments of SCPH- 
15000 units are already en route to Japanese retail- 
ers; expect more details next week. 


Digicube 

Digicube of Japan held a recent shareholders meeting 
to discuss a number of upcoming ventures, including 
online media strategies. Before doing so, representa- 
tives confirmed that pre-orders for Square’s upcoming 
PlayStation RPG Final Fantasy IX have reached 
960,000 units. Many believe that between traditional 
retail pre-orders and online pre-orders, approximately 
1.5 million copies of FFIX will be pre-sold before the 
game's projected July 7 release in Japan. In associat- 
ed news, Digicube executives pondered the potential 
of the Internet—in particular, the company’s possible 
future plans to serve downloadable digital media, 
including music. Several recent court cases have dis- 
suaded some shareholders from seeing the overall 
profitability of the online music market, although a 
firm decision hasn't been made yet. 


World Hobby Fair: Sega Shows Off 

Sega Enterprises has confirmed plans to showcase a 
number of upcoming Dreamcast titles at the recent 
World Hobby Fair in Japan. Scheduled for June 24 and 
25 at the Makuhari Messe, Sega and several other 
gaming related companies are commanding booths on 
the show floor. Sega reportedly plans to showcase 
the following titles at the show: 


e Bikkuriman 2000 

e Doraemon 

e DreamEYE (digital camera) 

e DreamPassport 3 

e DreamLibrary Software 
(old MegaDrive titles for play on Dreamcast) 

e Ferrari F355 

e Jet Set Radio 

e Magic: The Gathering 

e Mr. Driller 

e Samba de Amigo 

e Shotokou Battle 2 

e Virtua Athlete 2K 


Chinese E3 Announced 

Plans to hold the first annual China Electronic 
Entertainment Expo were announced last week. The 
event is scheduled to take place November 3-6 in 
Shenzhen, Guangdong, China. The show, which will be 
similar to its American counterpart, will feature the 
latest in gaming and electronic entertainment 
technology. Thus far, an exhibitor list has not been 
announced. 


Dynasty Warriors 2 Delayed 

Originally scheduled for release this week in Japan, 
Koei representatives have confirmed plans to delay 
their PlayStation 2 action title, Dynasty Warriors 2 
(known as Shin-Sangokumusou in Japan). Due to last 
minute changes and ongoing beta testing, the game 
has been officially rescheduled for release on August 
3. Dynasty Warriors 2 will ship on CD-ROM format for 
approximately 6800 yen ($64). 


Continued from the Cover 
Nintendo, SongBoy.com at Odds on Music Device 


press release, which not only 
indicates that Nintendo has 
sued it, but also seems to 
insinuate that Nintendo might 
have taken the action to pre- 
vent SongBoy.com—which is 
billed as a “minority-owned 
company” and “an African 
American-owned, Silicon 
Valley digital media start-up 
company’ —from succeeding 
in its endeavors. 

“Our legal team has taken 


a 


the “lock-out” chip that it 
used in the Nintendo 
Entertainment System (NES) 
from the mid-’80s into the 
early ‘90s to — prevent 
videogame software that had 
not been “officially” approved 
from running, Nintendo uti- 
lizes a “softer” solution with 
Game Boy: When the system 1s 
turned on, the first thing that 
has to happen is the scrolling 
of the Nintendo logo up the 


great measures to ensure SongBoy.com founders Ron Jones and Mark Bush at the recent screen. If that’s not the first 


that we have in no way violat- 
ed the Nintendo patent and trade- 
mark,” sald Mark Bush, 
SongBoy.com’s chief marketing offi- 
cer, in the press release. “We view 
the proposed lawsuit as an 
attempt to stifle our entry 
into the marketplace.” 

The statement also noted 
that the Reverend Jesse 
Jackson had “come on 
board with his support” of 
SongBoy.com, and has pur- 
sued meetings with 
Nintendo to discuss the 
lawsuit. SongBoy.com claims 
that it is a “trade bureau 
member” of Jackson’s orga- 
nization, the Rainbow/PUSH 
Coalition, which states on 
its website that it has a mis- 
sion of “working to move the nation 
and the world toward social, racial 
and economic justice.” 

SongBoy.com’s press release also 
quotes Jackson’s correspondence to 
Nintendo. “I am concerned about 
the lack of consideration that 
Nintendo has given to expanding 
opportunities for African American 
entrepreneurs and _ businesses,” 
Jackson reportedly wrote. “We 
would hope that Nintendo would 
welcome a partnership with an 
African American company.” 


TWO SIDES TO THE STORY 
For its side of the story, Nintendo 
doesn’t have much to say—at least 
not yet. It only offered a concise 
statement that touches on the issue: 

“Nintendo has filed a lawsuit in 
Federal Court against SongBoy.com 
for trademark and patent infringe- 
ment. While we cannot comment on 
the specifics of this case, we can tell 
you that Nintendo protects its cus- 
tomers by enforcing its intellectual 
property rights when we believe they 
are being infringed.” 

A Nintendo spokesperson indicat- 
ed that the company would not at 


E3 trade show 


this time offer further comment on 
the situation, saying that it has a pol- 
icy not to discuss pending legal 
issues. 


power source.” 


As GameWEEK understands it, 
Nintendo uses a slick process for 
preventing non-licensed products 
from working with Game Boy. Unlike 


The SongBoy literature indicates that 
the device doesn’t infringe on 
Nintendo's patents. 


event, the handheld ceases to 
operate. However, if the logo scroll 
happens, the software continues to 
execute. For an unauthorized product 
to run, it would have to scroll the 
Nintendo logo, which would 

then give Nintendo grounds 


SongBoy’s literature assures ‘0 a trademark lawsuit for 


that its product doesn't 
infringe on Nintendo’s 
5,134,391 and 5,095,798 
patents because it just uses 
“the Game Boy as a 5VDC 


the “illicit” use of the logo 
without permission. 

SongBoy.com’s literature 
assures that its product 
Nintendo’s 5,134,391 and 
5,095,798 patents because it 
just uses “the Game Boy as 

5VDC power source.” 
SongBoy.com’s Bush is kind 
of surprised by Nintendo’s 
move because his company 
“spoke to [Nintendo] on 
numerous occasions, and 
demoed the product at E3. We gave 
them all the love they wanted and are 
promoting the Game Boy.” 

“Why would they want to stifle 
something that brings eyes to their 
product?” Bush queried. He also 
noted that his personal observation 1s 
that Nintendo “got a little arrogant 
after we met them, like they wanted 
to step on us or something.” 

Of course, not everything in busi- 
ness comes down to love and promo- 
tion. Though GameWEEK hadn't seen 
Nintendo’s complaint before press 
time, the issue also seems to be how 
close SongBoy is in name to Game 
Boy, which Nintendo likely thinks 
would cause consumer confusion. 

Ron Jones, SongBoy.com’s CEO 
and the inventor of the device, 
claims that his company won't “dis- 
continue our SongBoy.com product.” 
In addition to the Game Boy version, 
it will also sell a version compatible 
with SNK’s NeoGeo Color Pocket. 
While approved by SNK, the recent 
moves by that game company 
(GameWEEK cover story, 6.26.00) 
out of the U.S. market must be felt 
as another blow to SongBoy.com’s 
business plans. GW 
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Babbage’s and EB Shift PS2 Pre-Order Focus 


pre-orders should not be delayed.” 
However, she also said that if for some rea- 
son Babbage’s did fall short, online cus- 
tomers would be notified either by phone or 
e-mail. This idea was reaffirmed by the 
Electronics Boutique customer service rep- 
resentative who was “pretty confident” all 
pre-orders done through the website would 
still ship on October 26. 

With each company’s website still bring- 
ing in massive amounts of pre-orders, their 


stores around the country are already 


working on the next batch of pre-orders. 
An employee of a Babbage’s store told 
GameWEEK that it is already taking pre- 
orders for after Christmas. He stated that 


his store was only promised approximately 
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EBWorld.com expects to fulfill all PS2 pre- 


orders for Oct. 26. 


60 units for the October 26 launch, while 
the next 60 pre-orders are not guaranteed 
a unit on that day. Presently, this Babbage’s 
store has close to 100 pre-orders that fall 
under the “post-Christmas” SKU. Much 
like Babbage’s, an Electronics Boutique 
employee indicated that his store is only 
taking names for the shipment after 
October 26. It looks like the retail stores 
are getting short-changed because the 
websites are still taking PS2 launch day 
pre-orders, while the stores are now 
limited to only taking post-Christmas pre- 
orders of the console. 

Liz O’Sullivan, director of marketing for 
Electronics Boutique, stated that while the 
company is very excited about the PS2, she 
could not comment on _ Electronics 
Boutique’s marketing strategy. Steve Levy, 
president of EBWorld.com, stated that the 
“web business is a very small percentage 
of our overall business. The order volume 
on the web is much lower than the 600 
stores. I believe the bulk of consumers 
who are interested in the PS2 for launch 
woud prefer to pick it up themselves ver- 
sus having it delivered.” Yet, Levy could not 
comment on the allotment of units for the 
website compared to the stores. 

Even though Michael Turner, head of 
Babbage’s website, could not comment on 
the strategy of allocating more units for its 


Continued from the Cover 


Microsoft Buys Bungie for First-Party Software Benefit 


the San Jose, California, group that’s cur- 
rently finishing Onz, Bungie’s action game, 
due out for PC, Mac and PS2 this fall. 

The companies didn’t reveal the terms of 
the acquisition, but 7he Wall Street Journal 
reported that analyst estimates put the 
number Microsoft paid for Bungie as being 
between $20 million and $40 million. 

The purchase adds to Microsoft’s Games 
Division, which has made, in Fries’ words, 
“focused acquisitions” in the past to help 
it cover certain genres, such as last year’s 
purchase of Access Software (for the 
Links golf series) and FASA Interactive 
(the developers behind the BattleTech 
universe and MechWarrior games). 


fer Lek 


“It’s important to have a strong internal 
development group,” Fries told GameWEEK. 
“Teaming with an innovative software devel- 
oper is super exciting for us.” 

The addition of Bungie will help on the 
Xbox side of the Game Division, bringing to 
the software giant a developer that has 
stayed relatively small, but which has a rep- 
utation for being attentive to detail and ded- 
icated to releasing quality games. 

“We're excited about making an Impact on 
how Xbox gets done, and to learn from 
Microsoft’s expertise,’ Seropian said. 
Seropian stated that this isn’t his first stint 
with Microsoft, and he laughed in reminis- 
cence about when he interned at Microsoft 


Bungie’s sci-fi action epic Halo will be available for Mac and Windows later this year. 
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The online store for Babbage’s Etc., Gamestop.com, is limiting customers to only one PS2 


pre-order per day. 


online customers, he did point out one 
possible reason for this strategy. When a 
customer enters either a Babbage’s or 
Electronics Boutique and pre-orders the 
PS2, all the customer has to do is place a 
ten-dollar deposit to guarantee him or her 
a unit. However, when customers place 
pre-orders on the website, they must give 
their credit card information, and as 
Turner stated, “it is a much bigger financial 
commitment.” Quite possibly, the reason- 
ing for this strategy is that these compa- 


while in college about 10 years ago. 

As an interesting twist, Bungie only 
recently has delved outside of its Mac 
roots and supported Windows-based PCs. 
Founded in 1991, Bungie had some hits on 
the Mac side with such games as Pathways 
into Darkness and Marathon. Since then, 
Bungie has upped its output only slightly, 
but pursued simultaneous multiplatform 
titles, such as the late-1997 release of 
Myth: The Fallen Lords for PC and Mac. 

In addition to Oni, Bungie has been 
working on Halo, an action game slated for 
Windows and Mac release later this year. 
Microsoft’s announcement to buy Bungie 
stated that it “gains exclusive publishing 
and distribution rights to select Bungie- 
developed titles, including the highly antic- 
ipated sci-fi action epic Halo.” Though 
Microsoft's Fries would only say that “it’s 
too early to decide what will happen to 
[Halo],” speculation has it that the game 
may become an Xbox-only title. 

In a separate announcement, Take-Two 
Interactive Software Inc. announced the 
acquisition of “all rights, title and interest to 
Bungie's Myth franchise as well as the forth- 


nies are more confident that their online 
customers will go through with the sale of 
the console since the unit is essentially 
already paid for. There is no guarantee that 
“Joe Smith,” who pre-ordered his PS2 nine 
months ago with a small deposit before the 
release date, is going to come back to the 
store and spend another $290. 

This marketing strategy could be the 
first step by these companies in encourag- 
ing consumers to buy products over the 


Internet. 


GW 


Oni 

coming Oni,” which is slated for release for 
PC, Macintosh and PlayStation 2 this fall. 
North American publishing duties for On on 
PC and Mac will be handled by Gathering of 
Developers, while Rockstar Games will 
cover the PS2 publishing. As part of the deal, 
Take-Two has also sold its 19.9% equity 
interest in Bungie to Microsoft. Terms for 
Take-Two’s deals weren’t made public. 

In what can be considered a related deal, 
London-based Broadband Studios, Inc. 
announced the formation of a strategic 
alliance with Microsoft that will bring some 
of Microsoft’s games to Broadband’s online 
gaming service PowerPlay Network. 
PowerPlay uses what Broadband calls “Jive 
Platform” technology, a client/server online- 
game model that offers full support for 
cable, DSL (digital subscriber line), satellite 
and wireless high-speed connections. 
Broadband is a subsidiary of Take-Two. GW 
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Code: Veronica Equals Code: Screwup for InterAct 


Conversion to 32-bit mode creates headaches for the company 


By Jim Loftus and Bryan Intihar 


ameWEEK has uncovered a major 

problem with InterAct’s GameShark 

CDX “game cheat” peripheral for the 
Sega Dreamcast, a device that just shipped 
to stores last week. As one of GameWEEK’s 
editors discovered, when a player uses the 
device in conjunction with playing Reszdent 
Evil Code: Veronica, the game freezes— 
specifically, when a crate is opened. As 
players of Resident Evil 
games know, crates are 
used as storage areas for 


weapons and items and | % 
are vital to progressing c 
through the game. In gy 
other words, players | § 
hoping to use the codes g 
included with _ the 


GameShark CDX to help 
them beat Code: Veronica 
are in for a disappointment. 

There is a solution to the problem, how- 
ever. GameWEEK contacted InterAct 
concerning the Code: Veronica code 
troubles. An InterAct representative stat- 


Action Figures... 


VY Movie-Related! 


Vv Japanese Imports! 


iy CODE: Veronica 


ed that one of its product development 
team members had “forgotten to swap the 
values” when they “converted it to 32-bit 
mode.” However, InterAct has provided 
GameWEEK with the correct codes for all 
of the crates. Each code must be added by 
hand and InterAct stated to “be sure to 
abbreviate the title, or mark them with 
some distinction, as the preloaded codes 
are on the CD and cannot be altered.” In 
addition, all of the crate codes can be 
listed under one head- 
ing. These codes, as 
well as codes for all of 
the latest games, can be 
found at InterAct’s offi- 
clal GameShark web- 
site. GameWEEK has 
provided the list of 
correct codes so that 
retailers can copy and 
distribute these to 
consumers who are interested in pur- 
chasing the GameShark CDX. This list 
should decrease the amount of returns of 
InterAct’s latest product for the Sega 
Dreamcast. GW 
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R.E. Code: Veronica GameShark Codes for Retailers 


Rocket Launcher Always In Crate | 694BA516000103e7 
Assault Rifle Always In Crate ‘AB139FC6000203E7 
Sniper Rifle Always In Crate FBD958D1000303E7 
Shotgun Always In Crate 3431EA10000403E7 
Grenade Launcher Always In Crate 80234357000603E7 
Custom Handgun Always In Crate BB46F4DAQ00A03E7 
Linear Launcher Always In Crate | 1D14D8C6000B03E7 
Acid Rounds Always In Crate 45EAD19E001003E7 
Flame Rounds Always In Crate 95F8C4A0001103E7 
First Aid Spray Always In Crate D5884D88001 403E7 
Ink Ribbons Always In Crate 3481EA10001F03E7 
Magnum Always In Crate 699BA516002003E7 
Gold Lugers Always In Crate BB36F4DA0021 03E7 
Submachine Gun Always in Crate 6484D88002203E7 
Gas Mask Always In Crate 3741EA1000270001 
Alexander's Pierce Always In Crate 6A5BA516002B0001 
Alexander's Jewel Always In Crate B8F6F4DA002C0001 
Alfred's Ring Always In Crate F8C958D1002D0001 
Alfred's Jewel Always In Crate SED/B900002E0001 
Lockpick Always In Crate 8333435700320001 
Glass Eye Always In Crate ___D6384D8800330001 
Piano Roll Always In Crate 1E04D8C600340001 
Steering Wheel Always In Crate 6AEBA51600350001 
Crane Key Always In Crate | 96E8C4A000360001 
Eagle Plate Always In Crate E8D7D6C300380001 
Side Pack Always In Crate 3791EA1000390001 
Queen Ant Object Always In Crate 83834357003C0001 
King Ant Object Always In Crate  B826F4DA003D0001 
Biohazard Card Always In Crate  1£74D8C6003E0001 
Detonator Always In Crate 29C7AD1200400001 
Control Lever Always In Crate 70951D5500410001 
Gold Dragonfly Always In Crate  A9739FC600420001 
Silver Key Always In Crate F9B958D100430001 
Gold Key Always In Crate 470AD19E00440001 
Army Proof Always In Crate 9718C4A000450001 
Navy Proof Always In Crate C89B29AF00460001 
Air Force Proof Always In Crate 29B7AD1 200470001 
ID Card Always In Crate oF07B90000490001 
Airport Key Always In Crate 


On the Move 


Golin/Harris International 


A9C39FC6004B0001 


Johner Riehl is the new senior account 
executive at Golin/Harris International. He will 
be working on the Nintendo account. Prior to 
joining Golin, Riehl worked for The Bohle 


Company, where he handled 


public relations 


duties for SNK and its now defunct Neo Geo 


Pocket Color handheld. 


Interplay 


Tim Allison has been named the first Interplay 
VP of international sales. The focus for 

the new role will be on strengthening the 
company’s presence in Asian and Latin 


American markets. 


Sega of America 


Sega of America announced the appointment 
of Gwendolyn Marker as communications 
manager of consumer public relations and 


Emblem Card Always In Crate D7E84D88004C0001 
Skeleton Picture Always In Crate  36E1EA10004D0001 
Music Box Plate Always In Crate | A99B9FC6004E0001 
Album Always In Crate C82B29AF00500001 
Halberd Always In Crate F96958D100510001. 
Extinguisher Always In Crate 5F77B90000520001 
Padlock Key Always In Crate 404AD19E00540001 
TG - 01 Always In Crate 9058C4A000550001 © 
Valve Handle Always In Crate CFDB29AF00570001 
Octa Valve Handle Always In Crate 2EF7AD1200580001 
~ Machine Room Key Always In Crate 6C3BA51600590001 
Mining Room Key Always In Crate BE96F4DA005A0001 
Bar Code Sticker Always In Crate EEO7D6C3005B0001 
Sterile Room Key Always In Crate 403AD19E005C0001 
Door Knob Always In Crate 77051D55005D0001 
Battery Pack Always In Crate CFE6B29AF005E0001 
Hemostatic Always In Crate FE2958D1005F0001 
Turntable Key Always In Crate  5837890000600001. 
Chem. Storage Key Always In Crate 9088C4A000610001 
Clement a Always In Crate EEB7D6C300620001 
Clement E Always In Crate 2E27AD1200630001 
Tank Object Always In Crate 77751D5500640001 
Security Card Always In Crate 8453435700690001 
Alexia’s Choker Always In Crate  01584D88006B0001 
Alexia’s Jewel Always In Crate 19A4D8C6006C0001 
Queen Ant Relief Always In Crate  6D4BA516006D0001 
King Ant Relief Always In Crate AF139FC6006E0001 
Red Jewel Always In Crate FFD958D1006F0001 
Blue Jewel Always In Crate 3031EA1000700001 
Socket Always In Crate 8423435700710001 


Square Valve Handle Always In CrateBF46F4DA00720001 


serum Always In Crate 1914D8C600730001 
Earthenware Vase Always In Crate 41EAD19E00740001 
Paperweight Always In Crate 91F8C4A000750001 
Silver Dragonfly Always In Crate 0188408800760001_ 
Crystal Always In Crate 3081EA1000/90001 - 
Plant Pot Always In Crate 6D9BA516007E0001 
M - 100P Always In Crate BF36F4DA008E03E7 


INDUSTRY PERSONNEL CHANGES 


Richard Briggs as a product manager. Marker 
will be responsible for media relations for 
consumer press, in-house communications 
and special events, while Briggs will be in 
charge of managing the marketing efforts of 


first-party games. 


Logitech 


Ted Hoff has accepted the position of VP, 
Interactive Gaming at Logitech. Hoff will 
report directly to Guerrino deLuca, company 


president and CEO. 


Bender/Helper Impact 


After two years as PR manager, Tammy 
Schachter has left Ubi Soft to become senior 
account executive at Bender/Helper Impact in 
Los Angeles. As such, Schachter will handle 
corporate and product public relations duties 


for Konami of America. 


www.gameweek.com 


By Bryan Intihar 


reviously, when consumers wanted to 
preview movies, music, or 

videogames, they had to go to a web- 
site that was specifically designed for that 
sector of the entertainment industry. This 
is no longer true. Rand Bleimeister, 
founder, president and CEO of 
FirstLook.com, has created a website 
where consumers can preview movies, 
music and now videogames all in one loca- 
tion on the Internet. 

About a year and half ago, Bleimeister 
was sitting down with Bill Gross from 
idealab! and the two were thinking of busi- 
ness opportunities where the worlds of 
the Internet and entertainment interesect. 
According to Bleimeister, who is the for- 
mer senior vice president of sales and 
marketing at Virgin Interactive 
Entertainment, the goal was to “set up a 
real good digital marketplace that enabled 
consumers to sample the product before 
they bought it, and then connect consumers 
directly to some of the coolest websites on 
the Internet to either buy those products or 
learn more about them.” 

Besides being an ideal place for con- 
sumers to preview these various products, 
FirstLook.com is also beneficial to adver- 
tisers. At FirstLook.com, a publisher, e- 
tailer or content site sponsors each prod- 
uct. So, in order to determine the order of 
the products on the website, 
FirstLook.com holds auctions where 
advertisers basically name their own price 
on how much they are willing to pay to 
sponsor a product. In addition, this adver- 
tising is much cheaper than other types 
found on the Internet. “Normally, when you 
run a banner on the Internet, every person 
who comes to your website by that banner 
costs between 50 cents to a dollar,” said 
Bleimeister. “We are driving consumers to 
that company’s website for a fraction of 
the cost. For $5,000, advertisers can get 
20,000 people to its website, and as a 
bonus, the consumer can actually preview 
the product that this particular company 
might be selling.” 

Another interesting aspect of the web- 
site 1s that it does not hide its advertising 
costs. Bleimeister likes to call 
FirstLook.com a “Transparent Digital 
Marketplace.” “When you click on ‘Show 
Advertiser Cost,’ what you see is the actu- 
al cost to an advertiser of positioning the 
product on our charts. The higher the 
price per click, the higher the product 
appears on the chart. Again, the goal is to 
bring together buyers and sellers. The buy- 
ers are consumers; the sellers are e-tail- 
ers and publishers, and we fully disclose 
how much our advertisers pay.” 

About a month ago, the company decided 
to add a videogame section to its website, 


and Bleimeister states that so far it has 


been very successful. In the first week of 


the videogame section being added to the 
site, FirstLook.com received three times 


more previews for games than it did for 


movies and music. When asked why he 


added a videogame section, Bleimeister 


Surprised? You shouldn't be. With the popu- 
larity of new CD-R drives and the Internet, it 
happens all the time. And it costs you plenty. 


In fact, casual copying of CD games can 
drastically reduce your revenues. 


That's why you need SafeDisc’ It's the best 
way to slow down piracy and prevent casual 


copying from eroding your profits. 


It's fast. Protecting your rights doesn't take 


long and It doesn't interfere with game 
playability. 


said that many of FirstLook’s existing cus- 
tomers already played games, and that 
many of its e-tailers alreadly sold games. 
He referred to the addition as being “prof- 
itable for everybody.” In the future, the 
company hopes to add editorial reviews, 
screenshots and interviews with game 


ee | ere re 
Website Offers a FirstLook at Videogames 


developers to the videogame section. 

This is just the beginning for 
FirstLook.com. Bleimeister would like to 
add many more functionalities to the web- 
site to make it a more “interactive” experi- 
ence, and is looking to create international 
versions of FirstLook.com. GW 
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ULTIMEDIA NEWS 


The Latest in Children’s and Family Friendly Software 


More You Don’t Know Jack 


s far as best-selling brands of CD- 

ROM titles go, Sierra Attractions’ You 

Don't Know Jack series is a solid 
winner, with 2.3 million units sold since 
1998. As the quintessential pop culture triv- 
la game for interactive infomaniacs, the 
Jack brand can be found on multiple plat- 
forms and will soon be available for multi- 
player online fun. Sierra has announced 
plans to add two new titles to the family 
with You Don’t Know Jack Sth 


tion to the brand. Users can now compete 
against thousands of trivia fans online or 
stick to the basics of the ultimate home 
PC party game. “We are always looking to 
incorporate feedback to make the Jack 
experience better,” according to John 
Friederich, senior brand manager for 
Sierra. He adds, “With online play, we've 
opened doors to new customers and mil- 
lions of people to meet and experience 
7 Jack like never before.” 


Dementia (PC $29.95) a 
You Don't Know Ja 
Mock 2 (PS $29.95) 
coming this fall. 

You Don't Know 
Jack 5th Dementia 
features 500 new 
“pop culture and 
high culture” ques-- 
tions, and intro-- 
duces online multi 
player competi 


i You Don’t Know Jack Mock 
2 offers a new, 3D environ- 
ment for PS gamers and 


and 450 show 
episodes. There’s a 
multiplayer option 
for up to three 


players using 
— multi-tap or 
~ shared game 


controllers. GW 


Mattel Interactive Releases 
Two New Early Learning Titles 


s PC software continues to appeal to a 
wide range of demographics, it’s no 
surprise that this year will feature 
more titles geared toward preschoolers and 
toddlers. Mattel Interactive has just 
released Little Bear Toddler Discovery 
Adventures (PC/Mac $29.99) and Arthur's 
Preschool (PC/Mac $29.99). 


Little Bear Toddler is the latest CD-ROM 
based on the classic children’s book series, 
which has also generated a hit Nickelodeon 
television show. It features seven activities 
designed to help toddlers ages 18 months to 
three years develop early learning skills in 
language, math, thinking, vocabulary, memo- 
ry, problem solving and creativity. Little Bear 
also includes exploratory gameplay, “click- 
less” activities where younger children tap 
the keyboard and a personalization program 
allowing parents to include a child’s name, 
favorite colors and Little Bear characters. 

Arthur’s Preschool is based on another 
children’s book and television favorite, 
Arthur the Aardvark. Packed with a full 
year of preschool skills, this new title 
includes nine learning games with multi- 
ple skill levels and 60 creative activities. 
Also present is an “auto tracker” that 
monitors the user’s progress to adjust the 
gameplay accordingly, numerous printable 
activities and certificates, favorite 
preschool songs and ‘smart help’ from 
Arthur himself. GW 


crude, Beavis and Butt-Head, need 

no introduction to Daria 
Morgendorffer. As the boys’ only 
female friend, Daria can best be 
described as a smart, funny, sar- 
donic teen with a knack for spin- 
ning would be trouble to her 
own advantage. She also has her 
own hit MTV show, and this fall will 
be hosting interactive 
fans in a wild ride 
through the ulti- 
mate teenage hell 
called Darias J/nferno 
(PC/Mac $19.95) from Simon 
& Schuster. 

As the story goes, Daria lives 
in the less than sublime suburb 
of Lawndale, complete with 
stressed out parents and a too 
cute younger sister. She is regarded as 
something of an oddity by fellow high 
school students. One day, while falling 
asleep in history class, she finds herself 
trapped in her own personalized version 
of eternal damnation—eternal deten- 


F of the doltish duo of rude and 


antee that any animated feature film 

will generate its 
share of interactive adap- 
tations, and this year’s The 
Road to El Dorado from 
DreamWorks is no excep- 
tion. That said, Ubi Soft 
Entertainment is releasing 
Gold and Glory: The Road 
to El Dorado for PC-CD- 
ROM, Sega Dreamcast and 
PlayStation with a Game 
Boy Color version in 
development. 

For the PC, Dreamcast 
and PlayStation action/adventure ver- 
sions, players will assume the roles of 
Julio and Miguel, the two affable con men 
from the film. From there, they begin a 


Te days, you can pretty much guar- 


“Daria’s Inferno” from 
Simon & Schuster and MTV 


by Karen Jones 


tion. Throughout the course of the game, 

she must use her wit and wits to wake up 

from this mother of all nightmares. 
Inferno is a_ third-person 


action/adventure game 
where. players must 
help Daria solve a 


series of challenging 
puzzles while navigat- 
ing five spooky game 
levels. Just to make 
matters worse, there 
are at least 20 loca- 
tions where users 
could get stuck “for 

all of eternity.” 

During the journey, 
players will meet all 
the characters from 
_the series, including 
Ms. Li, Lawndale High’s tough-gal 
principal, ego-laden football players 
and fashion victims. Unlike some 
interactive adaptations of existing 
media, Daria’s Inferno is also written 
and performed by the cast of the tele- 
vision series. GW 


Ubi Soft’s Road to El Dorado 


journey to their native Spain, trusty trea- 
sure map in hand, in search of the fabled 
El Dorado, city of gold. 
Along the way, they must 
defeat 30 adversaries, 
including soldiers, sailors, 
piranhas and_ jaguars, 
through 20 levels of epic 
action. 

A different storytelling 
technique from the movie 
has been developed for 
the interactive version. 
The narrative is now told in 
retrospect and features 
animated sequences from 
the film. This way, the two con artist com- 
rades are free to exaggerate their 
exploits and make room for more 
interactive mayhem. GW 
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The Retailers Guide to Game-Related Peripherals 


bleempad 


Manufacturer: bleem! 
Contact: 323.822.0932 
www.bleem.com 
System(s): Dreamcast 
MSRP: $19.99 
Availability: August 


When bleem! announced its 
PlayStation emulator for 
Dreamcast (bleemcast), it must 
have realized that without the 
proper controller, playing PS 
games on Dreamcast just wouldn't be very much fun. Enter the bleempad—a PS-style dual ana- 
log controller that looks like a cross between a Japanese Saturn pad and Sony’s own Dual 
Shock. Not only does this controller allow gamers to feel at home with the hundreds of bleem- 
cast games, but it will supposedly work with current and future DC games too (good news for 
those that don’t care for the standard DC gamepad). 


bleempod Adapter 


Manufacturer: bleem! 

Contact: 323.822.0932 ¢ www.bleem.com 
System(s): Dreamcast ¢ MSRP: $19.99 
Availability: July 


The bleempod adapter allows any PlayStation- 

compatible controller to work with Dreamcast. 

This should come as good news to all those 

consumers. planning to purchase “bleem- 

cast”—a PlayStation emulator for Dreamcast. 
bleempod also features a VMU port for game saves and a unique adapter that allows for 
easy file transfers between PS memory cards and DC VMUs via the pod’s controller port. 
Look for this inventive little product to hit store shelves around the same time as the first 
installment of “bleemcast.” 


Cruiser 3D 


Internet Viewer 


Manufacturer: i-O Display Systems 

Contact: 650.323.8404 
www.i-glasses.com 

System(s}: PC « MSRP: $49.99 

Availability: Now 


In concept, the Cruiser 3D glasses are 
a novel idea: allow Internet surfers to 
view images and movies in holographic 
3D. This would be great if the majority 
of websites were 3D equipped. 
Unfortunately, there are only a handful 
of websites that take advantage of this 
technology (www.3dmetro.com, www.3d.com and www.ddd.com). While the glasses really deliver 
in the 3D department (downloadable movies from the aforementioned websites were impressive), 
the novelty wore off quick. 


by Ben Rinaldi 


Destroyer Tilt 


Manufacturer: Gravis 

Contact: 800.235.6708 
www.gravis.com 

System(s): PC ¢ MSRP: $29.99 

Availability: Now 


Gravis showed us the Destroyer Tilt con- 
troller at the recent E3 and from the short, 
hands-on play-test, this pad appears set to literally “destroy” the 
competition. A USB device, the 6-button Destroyer incorporates the tilt 
control technology that has been popping up in several different gaming 
formats over the last several months. Its motion-sensing technology allows 
players to essentially do away with the directional control pad (though it is 
still on there, with an option to disable the tilt function). 


H3D Terminator 


Manufacturer: i-O Display Systems 

Contact: 650.323.8404 © www.i-glasses.com 
System(s): PC ¢ MSRP: $79.99 

Availability: Now 


“Imagine yourself in a vast holographic 3D cyber- 
world. H3D Terminator stereoscopic 3D gaming 
glasses can take you there.” That’s the promise of 
these funky glasses, and for the most part, they 
deliver. Terminator utilizes technology that produces 
two different images while viewing a game: one 
image for the left eye and a slightly different image 
for the right eye. This, in turn, tricks the brain into 
seeing images with true depth perception. We tested 
it with Colin McRae Rally and Half-Life and the results 
were interesting. The in-car viewpoint for C.M. Rally 
was particularly impressive; it almost felt like you 
could reach out and touch the steering wheel! 


Universal Rocker Pad 


Manufacturer: Naki International 

Contact: 818.252.0722 
www.nakiusa.com 

System(s): PlayStation, PS2 and N64 

MSRP: Not Available 

Availability: Now 


Naki claims that its new “Universal” line of acces- 

sories offers consumers “exceptional values when “i 

compared to purchasing separate products.” At the - 

head of that class is the Universal Rocker Pad, which 

looks like a PlayStation Dual Shock. It works with PlayStation 1 and PlayStation 2, but is also 
compatible with Nintendo 64. We're not sure how this will work, considering that most N64 
games are programmed specifically for the N64 controller (which has nine buttons compared 
to PS’s eight). If Naki can pull it off and make the controller work equally well for all three 
consoles, then this should be one hot-selling peripheral. 


| GameWEEK Accessory Market is an overview of game peripherals for the home videogame and PC market. Accessory Market is meant to provide current information regarding the product and its potential at the time of its release. It also | 
represents the status of the product’s current marketability. Accessory Market is by no means final judgment on a product and should not be solely used by retailers to base buying decisions on. 
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Picking the Games That Will Bring in the Profits 


One of the best selling products for Great product, but lacking in Good product that will sell average Either unsupported in terms of 
GameWEEK A that platform. Strong marketing and i some areas. Will sell well and C in terms of sales, yet not worthy of D marketing, severely lacking in 
word of mouth complement excellent bring in the masses, but not to a “B." Still a solid seller, particular- quality or both. This product would 
RATING SYSTEM game play anc the extent of an “A’ title. ly in niche categories have benefited from further development. 


GameWEEK 


EDITOR'S CHOICE 


Never should have been consid- 
ered, much less released. A thor- 
oughly unimpressive product that 


design. A “must have” product. will sell only at a drastically reduced price. 


High Impact Paintball 


Publisher No. of Players 1-8 
WizardWorks/Infogrames MSRP $19.95 
Developer Sunstorm Contact Info 


Interactive www.Wizardworks.com 
Available Summer 2000 1 el). ae 1 
Genre First-Person Shooter 


feature 


Rundown Simulating the popular sport of paintball, WizardWorks’ new action 
title re-creates the most popular styles of play, including free-for-all and capture- 
the-flag. The title features realistically rendered fields and allows players to choose 
from an assortment of gear, including guns, barrels and scopes. The action can be 
as intense as the more violent shooters but without the extreme blood and gore. 


Parasite Eve 2 


Publisher Square EA 
Developer SquareSoft 
Available September 12 
Genre Action/RPG 

No. of Players 1 
MSRP $39.95 

Contact Info www.squaresoft.com 
714.438.1708 


While it may not 


have the same 
Hype & Marketing \n addition to most computer gaming publications, MRNMYy. Bce sts 
WizardWorks is planning ads in vertical outlets like paintball magazines and 


Hunter, consider- 
websites. 


ing the budget 
Sales Pitch “This game has both single and multiplayer options with the price and the teen 
same level of action as the current crop of first-person shooters, but with radically Series Urtsrcnt 


less violence.” end up being the 
Competition [here are dozens of first-person shooters that the hard-core shooter that fami- 


action crowd is already playing, but nothing currently dedicated to paintball (nean- BULGSTUEWA Ors utd 
ing this title has the shooting range all to itself). —Peter Suciu 


Rundown For any competitor, it’s almost impossible to match the 
scope and vision of SquareSoft when it comes to the RPG category. One 
game that exhibited the company’s darker side was Parasite Eve, 
released for the PlayStatian in 1998. Even with its horror-based plot and 
action RPG elements, the public wasn’t quite ready for a “cinematic 
RPG.” Plagued with awkward gameplay mechanics and an extremely 
Short life span (many players were able to finish it in a day), Parasite Eve 
failed to deliver on what could have been a great game. 

Thankfully, with Parasite Eve 2, SquareSoft has examined its short- 
comings with its predecessor and has delivered a game that is filled with 
action, suspense, horror and fantastic gameplay. Players once again 
assume the role of Aya Brea, the heroine from the original game. With 
the recent outbreak of mutant species in the U.S., Aya has relocated to 
Los Angeles to work with the FBI’s Mitochondrion Investigation & 
suppression Team (MIST). Aya is soon faced with new monsters unlike 
anything she has seen before. Players must race against time to figure out where these 
creatures have come from before the infestation spreads throughout the nation. Aya soon 
uncovers a conspiracy to replace the human race with these new mitochondrion creatures. 

Key features of Parasite Eve 2 include a new, non-turn-based, real-time battle sys- 
tem that allows for more realistic fighting, unlike typical RPGs where players have to wait 
between turns. In addition to new weapons in the game, including a combat shotgun, a 
grenade launcher and an assault rifle, Aya now has parasite powers that allow her to 
harness elemental energy to perform various spells. Aya can direct various energies 
against enemies to strike them down and can even heal herself. Combined with 
Square’s signature visuals and presentation, Parasite Eve 2 should do considerably bet- 
ter than the first game. 


ESPN MLS GameNight 


Publisher Konami No. of Players 1-4 
Developer KCEO MSRP $49.95 
Available Summer 2000 Contact Info 


Genre Sports www.konami.com 
650.654.5600 


Rundown The creators of the acclaimed International Superstar Soccer — 
have unveiled their latest game, ESPN MLS GameNight, the first ever soccer 
game to feature 12 MLS teams, complete with updated rosters, MLS rules and 
playoff system and 53 international teams. In addition, the game has play-by- 
play commentary from ESPN’s own Bob Ley. Although not as pretty as FIFA on 
the PlayStation 2, ESPN MLS GameNight still manages to hold its own. 


With MLS Soccer 
growing in 
Hype & Marketing Extensive two month print campaign in August & popularity by 
September enthusiast magazines. Videogame footage featured in actual ESPN 
: aded the hour, 
MLS game broadcasts and studio shows. Consumer promotion with Upper ESPN MLS 
HULL HE = Deck includes the following: One Upper Deck MLS trading card in every MLS ‘ 
GameNight PS package, and boxes of MLS trading cards to be mailed to store — 
managers of select retailers. couldn’t have 
come out at 


a better time. 
—Tom Ham 


We’ve seen the 
massive influx of 
RPGs on the 
PlayStation 
throughout the 
second Quarter. 


Sales Pitch “| ain't FIFA, but it holds its own as a decent soccer game. 
MLS fans should definitely give it a shot.” 


Competition FIFA 2007 from EA Sports 


Parasite Eve 2 is 


coming out at the 
Hype & Marketing Parasite Eve 2 is backed by print ads in gaming maga- RLGSuLS (UC) at 
zines such as EGM, GamePro, NextGen, and PSM—as well as the sci-fi magazines RA Glgug eats 
Realms of Fantasy and Sci-Fi Entertainment. Ads in Stuff, a popular men’s lifestyle maga- FBUAICE Cts oe 
zine, will assist in reaching both hard-core and casual gamers. TV commercials will run on PRAT 
selected cable networks (TBD) around the time of launch. Online ads will be placed on var- FLEE ES ZS 

ious sites, including gaming, entertainment/sci-fi, teen/college-targeted portals. In-store JiR) 
POP/running videos will be placed at most retailers. Pre-sell campaign TBD. Possible 
national radio promotion as well as game-related merchandise. 


Power Stone 2 
Publisher Capcom MSRP $39.95 
Developer Capcom Contact Info 


Available Fall 2000 www.capcom.com 
Genre Fighting 408.774.0500 


No. of Players 1-4 Other VMU Recommended 


Rundown Capcom follows up Power Stone with a sequel that contains 
four new characters, multi-level arenas and a plethora of weapons. While Power 
Stone was praised for its innovative gameplay and sharp animation, Power 


Sales Pitch ‘Parasite Eve 2 is loads better than the first game. BA | Im Stone 2 might leave fans disappointed. Up to four players can now go at it at ay! 
Improved visuals, more gore and definitely more action-based this time 7 . once on one screen, but at times, each environment has so much happening et aa ae 
i around.” @ 9 me that it becomes chaotic. In addition to distant camera angles, its pastel color Power Stone 2 is 
se Oo EB “me Palette makes the characters blend into the backgrounds, and that can lead to a mixed bag; some 
Competition When the first Parasite Eve came out, it was truly an | 8 gy Player disorientation. It would've been nice to see an Online Multiplayer Mode. will love it, some 
7 ; tn lika it Ci Re 4 , , sass will hate it. 
original. There wasn't a game out there that was really quite like it. Since Hype & Marketing Print ads in all major consumer publications and never: Re bale 
then, more and more cinematic and action type RPGs have come out. Hit POS support, such as enlarged boxes, standees and window stickers. : = 


released during 
Sales Pitch “Buy this title if you like games with crazy battles, numer- Sega’s online gam- 
ous weapons and tons of multiplayer action.” 


titles like Vagrant Story—another action RPG from Square—have shown that 
consumers are more into the action than traditional RPG gameplay. Shifting : ‘ 
of gameplay philosophies was a smart move by the developer and that’s ing launch, which 
what is going to set Parasite Eve 2 apart from the competition. Competition The Power Stone series is so unique to the fighting genre IE esucte thc 
that most of the competition will be from games that release alongside it, consumer dollars. 

such as Half-Life, Quake Ill Arena and NFL 2K7. —Bryan Intihar 


(ge PlayStation! 
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Hype & Marketing 


Rundown 


Sales Pitch 
Competition 
Bottom Line 


What features does the product have to offer the consumer/end user? 
How will the product be supported prior to and during its life on the shelf? 
What do you say to consumers to pique their interest in the product? 

Are there similar products fighting for the consumer's attention? | 


| GameWEEK Reviews reflect the sales potential of a spe- 
| | cific product. Each review is an evaluation of a product's 
| | potential performance at retail. They are designed to pro- 
vide retail buyers and store managers with the most accu- 


rate, up to date information available regarding upcoming | 


releases. GameWEEK Reviews do not attempt to evaluate 
products on their technical merits or gameplay the way an 
enthusiast magazine does, although these are factors in 
the overall grade. GameWEEK Reviews do not intend to 


help or hinder a product's overall success in any way. 
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Rayman 2: The Great Escape 


Publisher Ubi Soft 
Developer Ubi Soft 
Available September 2000 
Genre 3D Action Platformer 


No. of Players 1 
MSRP $29.95 
Contact Info 
www.ubisoft.com 
415.547.4000 


Rundown (t's official: Rayman is now the most overexposed videogame mas- 
cot ever! After having made appearances on PC, N64. PlayStation, Dreamcast and 
Game Boy Color, the limbless one returns to PS for a second go-around. Playing 
similar to its N64 and DC siblings, Rayman 2 is a fun romp through lush 3D worlds 
filled with outlandish characters. Rayman 2 for DC and N64 offered some of the 
most impressive graphics to ever grace a console: unfortunately, the same can't be 
said for this version, which suffers from aging PlayStation technology. 


comings, Rayman 2 
has enough going 
for it (slightly 
redesigned levels, 
an attractive price 
and an established 
brand name), to 
make it a solid 
sales performer. 
—Ben Rinaldi 


Hype & Marketing Expect Rayman 2 to be backed with plenty of print 
advertising in most videogame consumer and trade magazines, not to mention 
possible television spots and online promotions. 


Sales Pitch ‘\f you haven't already played the DC and N64 versions. 
Rayman 2 on PlayStation is definitely worth purchasing.” 


Competition 3D action/adventure games are more than plentiful on PS: 
however, the primary competition for Rayman 2 this holiday season will come from 
Sony's new Spyro the Dragon game. 


Wacky Races 
Publisher |nfogrames 
Developer Velez & Dubai! 
Available Now 

Genre Racing 


No. of Players 1 
MSRP $29.95 
Contact Info 

www. infogrames.com 
408.985.1700 


Rundown Wacky Races features characters from the classic Hanna- 
Barbara cartoon series of the late sixties. Players begin with four racers to 
choose from, including Penelope Pitstop and the Ant Hill Mob, and can then 
unlock hidden racers such as Dick Dastardly with Muttley (“she-hee-hee!”), 
In addition to the four game Modes: Arcade, Endurance. Championship and 
Time Trial, each race contains various power-ups, such as turbo boosts and 
rockets, for players to trash the competition. The on y downfall is the absence 
of a Multiplayer Mode. In the end, Wacky Races has many similarities to the 
Mario Kart series. Yes, that's good. 


This is one of 
the stronger 
racing titles for 
the Game Boy 
Color. Link cable 
capabilities could 
have really 
boosted the 
game’s rating as 
well as its sales. 
—Bryan Intihar 


Hype & Marketing Print ads can be found in consumer publications 
such as EGM and GamePro. Wacky Races is also featured on the Infogrames 
website. 


Sales Pitch “Perfect for Mario Kart fans who want something similar to 
play on their portable system.” 


Competition Star Wars Episode |: Racer Mickey's Racing Adventure 


Ecco the Dolphin: 
Defender of the Future 


Publisher Sega 
Developer Appaloosa 
Available August 15 
Genre Adventure 


No. of Players 1 
MSRP $49.95 
Contact Info 
www.sega.com 
415.701.3810 
Rundown Overall, this is probably the second best-looking Dreamcast adven- 
ture title developed so far, right behind Shenmue. With a game as innocent looking 
as Defender of the Future, consumers may be expecting loads of goofy, child-like 
gameplay... let me tell you, the game is not really aimed at children. As a character 
ECCo may appeal to kids, but the plot is insidious, based more on science fiction 
than the happy-go-lucky world of Flipper. Also, the controls are Clumsy; one wrong 
move and things can become very disorienting. Appaloosa had a reputation for top- 
shelf visuals and lame gameplay, but that’s not the case here: Ecco is an all-around 
great game. Finally—and | don’t want to go soft here—but the soundtrack is so 
emotionally supercharged, it may well put a tear in many a customer's eye (sniff). 


The plot, the graph- 
ics, the music, the 
gameplay... this is 
an amazing experi- 
ence. With the 
exception of small 
children likely to 
have trouble with 
control, Ecco is a 
must-have for DC 
owners. —Jim Loftus 


Hype & Marketing One and two page ads are running in gaming and 
mass-market pubs. Internet promotions and advertising. In-store POPs. 


Sales Pitch “A magnificent looking game. Drop-dead gorgeous.” 


Competition Other Dreamcast adventure games may interfere, but not much. 


In the end, it all boils down to one thing: will the product sell? ) | 


a 


RATING 


GameShark CDX 


Publisher |nterAct 
Developer |nterAct 
Available Now 


MSRP $49.95 
Contact info 

www. interact-acc.com 
410.238.2424 


Rundown The GameShark CDX device for Dreamcast was primarily designed 
to arm players with a means to “cheat” their way through their favorite games and 
comes pre-loaded with hundreds of codes. Users can select codes for Maken x to 
give them invincibility, for instance. InterAct also provides a Steady stream of new 
codes through its website; codes which can be added by the user and saved to the 
CDX memory device. The big bonus for import gamers is that the Dreamcast CDX 
actually acts as a “mod chip,” allowing most (but not all) imported DC software to 
run on U.S. Dreamcasts. Note that this rating would have been a full grade higher 
were It not for the fact that the product contains more than 70 defective codes for 
Capcom's Resident Evil Code: Veronica, causing that specific game to freeze (see 
page ten for the full story and list of correct codes). 


The GameShark 
CDX for 
Dreamcast is | 
a great product 
that unfortunately 
ended up 
severely flawed 
for Resident Evil 
Code: Veronica 
players. 

-Jim Loftus 


Hype & Marketing Print and online campaigns have been in motion for 
several weeks. 


Sales Pitch ‘This acts as both a cheating device AND a mod chip, so if you 
want to cheat and play import Dreamcast games, it's definitely worth the price!” 


Competition None whatsoever 


Wacky Races 
Publisher |nfogrames 
Developer |nfogrames 
Sheffield House 
Available Summer 2000 
Genre Racing 


No. of Players 1-4 
MSRP $39.95 
Contact Info 


www.us.infogrames.com 
408.985.1700 


Rundown First, the good news. Infogrames’ latest DC racer does offer 
Dreamcast owners their first true Mario Kart-like experience. The control, the variety 
Of options, the treatment of the characters, the voice-overs and the overall presen- 
tation is top-shelf. Now, for the bad news. “Confusing,” “Claustrophobic,” “Too 
noisy’... these were just a few of the complaints peeled off by several GameWEEK 
editors as we thoroughly play-tested this game. Not only are the visuals hampered 
by a fluctuating frame rate, the game's split screen multiplayer option left us unim- 
pressed. Enemy Al is somewhat weak, too (the racers tend to cluster together), and 
the awkward track designs are extremely painful to navigate. This game could have 
been so much better had it stayed in development another four or five months. 


_ DC owners needed 

a game like this. 
Regardless of the 

_ fact that the license 

_ is dated, Wacky 
Races had the 
potential to be a 

_ great Mario Kart- 
type product. This 
falls short of the 

_ mark. —Jim Loftus 


Hype & Marketing Single-page ads are slated to run in major console 
mags. Boomerang, a newly launched satellite network from Cartoon Network, is 
running the original animated episodes of Wacky Races. 


Sales Pitch ‘You want a Mario Kart-style game for your Dreamcast? Here it is!” 


Competition Pen Pen Trilcelon, also published by Infogrames 


The Ring: Terror’s Realm 


Publisher |nfogrames No. of Players 1 
Developer Asmik MSRP $39.95 
Available August Contact Info 


Genre Action Adventure www.us.infogrames.com 
408.985.1700 


Rundown {he mystery of this game centers around a deadly computer virus 
and an alternate dimension called The Ring. The player takes control of a female 
character, Meg, who is infected with the virus. With a seven day death sentence 
hanging over her head, Meg must venture through a “survival horror”-like environ- 
ment to do battle with hideous creatures and find a cure. It all sounds pretty excit- 
ing, right? The Ring does have its moments, but unfortunately, they're few and far 
between. Overall, the game's just not fresh enough, borrowing elements such as the 
targeting system from Resident Evil and the flashlight from Silent Hill. Sub-standard 
graphics, poor voice acting and “hot and cold” gameplay cause The Ring to stumble, 
reeling as if it were pieced together by an inexperienced development team. It’s too 
bad; the plot is great, and as a game, this had so much potential. . .. 


Dreamcast 
owners may be 
lured in by the 
“Resident Evil’’- 

| like premise of 
The Ring, but 
many of them may 
be disappointed. 
Prepare for some 
returns on this 
one. —Jim Loftus 


Hype & Marketing Single-page ads are slated to run in major console 
mags, Including Game Fan, EGM and The Official Dreamcast Magazine. 


Sales Pitch “(ooking for another Res Evi-style game for your Dreamcast?" 


Competition Blue Stinger. Carrier, Resident Evil Code: Veronica 
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Vivarium’s 


By Jim Loftus 


t became clear during the first five min- 

utes of our initial encounter with Yoot 

Saito that perhaps no one game producer 
has been more outspoken or possessed with 
such a colorful sense of humor. The founder 
and president of Vivarium, Yoot Saito, a 
friend of Nintendo’s very own Shigeru 
Miyamoto (Miyamoto reportedly voted 
Seaman as “best game of show” at E3 °99), is 
more recently known as the creator of 
Seaman, that nutty Dreamcast man-fish- 
thing sim that took Japan by storm in 1999. 
The game is nearing its arrival in the U.S., but 
what will American consumers make of it? 
Read on.... 


GameWEEK: Here we are, yet another 
E3. How do you feel? 

Yoot Saito: Good. We are finalizing 
Seaman for America. Many people here have 
never been able to play it, even as an import 
game because it utilizes voice recognition. 


GW: Seaman is like nothing else on the 
market. Can you describe it for us? 

YS: It’s not really a game; it’s more of a sim- 
ulation. Seaman is like a friend, a pet. It 1s 
played using a microphone device that clips 
onto the Dreamcast controller. The player 
speaks to Seaman this way. It’s not some- 
thing to finish in one day; it’s like grow- 
ing a pet, so it is played over the 


oot Saito 


He’s here to shock and confuse us. Saito’s unique fish-man-thing was 
a huge hit in Japan, but will U.S. consumers “bite?” They just might. 


GamewWwWeEEK interview 


course of many days for, say, ten minutes 
per day. Your TV is like a fish tank. When you 
start out, an egg hatches and a baby comes 
out and it speaks a kind of “Martian talk,” or 
gibberish. Then, Seaman begins to grow. 


GW: What exactly does Seaman do 
as a virtual pet? 

YS: You can tap on the glass to get his atten- 
tion, take him out of his tank, and, of course, 
speak to him through the microphone that 
docks with a slot in the Dreamcast control 
pad. Seaman talks to you about many things. 
You tell him whether you're a male or 
female, whether you are married or single, 
what you do for a living, things like that, so he 
comments on those personal things. It’s like 
having a pet in your room; he’s always watch- 
ing you. He might say, “I saw you making love 
with your girlfriend last night (laughs)!” | 
really wanted to confuse people. 


GW: What do you mean, “confuse 
people?” 
YS: He’s kind of psychic. Have you ever seen 
the movie 7he Exorcist? Although the priest 
did not tell anyone about the death of his 
mother, at one point in the movie, the pos- 
sessed girl starts speaking to him about his 
mother’s death. It confused the priest and 
scared him. Uh, that’s basically the kind of 
thing | wanted to do with the game 
(everyone laughs). 


GW: What’s the ESRB rating 
for this title? 

YS: I’m not sure, but it 1s not 
very graphic. All creatures mate. 
Seaman is not a real creature, of 
course, but | thought, “I don’t give a 
shit... we should portray it as a real 
creature” and give it a sex organ. 

Finally, | changed my mind, and did it 

with the little dangley thing on top 

of his head (Ed. Note: since the 

time of this interview, the ESRB has 
given Seaman a “Teen” rating). 


GW: Speaking of that, where did you 
come up with the name “Seaman?” 

YS: | originally named it after Sea 

Monkeys, but after I talked to my lawyer, 


we agreed that the word Seaman 
was “just a code name.” 


GW: Hmmm.... What difficul- 
ties did you face marketing 
the game in Japan? 

YS: The market for a title like 
this was not there, so we had to 
go out and create it. At the time, 
early 1999, we had no real com- 
petitors in the “virtual pet” 
category, except 
for Sony's 
AIBO, which 
was very 
expensive. In 
Japan, no one 
was interest- 
ed in Seaman 
when it was 
first released. 
When I say “no 
one,” | mean 


Seaman is an unconventional title to say the 
least. Initially, no one in Japan was interested, 
so in order to sell the product, Saito resorted to 
some rather creative marketing tactics. To pro- 
mote Seaman, Saito actually went on a media 
tour posing as “The Chairman of the Institute for 
Anthro-Bio Archaeology,” claiming that Seaman 
really exists—a mythical, previously undiscov- 
ered creature. He even showed up with fossils 
and other “evidence” on morning talk shows. 


no one; distribution guys, shop owners, 

or consumers. They were just not interested. 
| knew my company had to do a lot of mar- 
keting and promotion in order to make 
Seaman appealing because it is a different 
sort of title and people didn’t “get it” at first. 
Seaman was featured on several television 
programs, which helped a lot. Consumers 
eventually voted and the title has gone on to 
sell more than 500,000 copies; it’s one of the 
top-selling Dreamcast games. In Japan, it is a 
system seller. In fact, many are calling 
Seaman a $250 title, since people are paying 
for a Dreamcast and a copy of the game just 
to play it. 


GW: How has the localization process 
been going? 

YS: We have spent a total of nine months on 
it. A lot of changes have taken place based on 
the differences between our two cultures. 
For instance, in Japan, we have a “What 1s 
your blood type?” thing, whereas in America, 
it’s more like a “What is your [astrological | 
sign?” thing. We had to change so many 
things relating to sex, politics, slang and so 
forth. Also, Seaman’s attitude is different. In 
the Japanese version, Seaman might say, 
“Hello. What is your name? Oh, okay,” but for 


the U.S., he might say, “Hey, dude, wassap? 
What are you looking at?” 


GW: Who’s doing the voice work? 

YS: Leonard Nimoy was hired to do the 
beginning and ending narration for each day. 
No, he does not say, “Hi, my name’s Mr. 
Spock!” (everyone laughs) Rather, he says, 
“Welcome. My name is Leonard and I'll be 
your guide today!” I actually thought of other 
voices for the narration, such as James Earl 
Jones and Patrick Stewart, but we chose 
Leonard. For Seaman himself, at one point, | 


This deluxe “Seaman Edition” Dreamcast 
package was available in Japan last year. The 
see-through “skeleton” concept was popular. 
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actually wanted him to have a British accent. 
| thought it was strange that C3PO from Star 
Wars spoke 800,000 languages in the galaxy, 
yet he had a British accent (tremendous 
laughter from all)! 


GW: Have any drastic changes taken 
place for the U.S. version? 

YS: That's a great question. In the Japanese 
version of the game, Seaman would say 
things like “You spent way too much time 
playing Sonic Adventure last night and didn’t 
take care of me!” In other words, it would 
know which games you had in your 
Dreamcast and for how long. Unfortunately, 
due to privacy issues here in the States, that 
feature was taken out. 


GW: Interesting. Seaman is shipping 
August 9 in North America. What’s the 
marketing angle? 

YS: The challenge for Sega and Vivarium is 
“How do we create the market? How do we 
make it appealing to consumers?” The Sega 
guys don't really understand Seaman. Space 
Channel 5, Ecco the Dolphin... those are 


“conventional” titles. But Seaman is very 
“unconventional,” so they don’t put a lot of 
effort behind it. To me, the Sega marketing 


guys are muscle brains; they only focus on 
football, basketball and Sonic stuff. It is 
exciting to be fighting against the Sega 
decision-makers. 


GW: | assume you are personally 
involved with the marketing efforts? 
YS: May | be honest? I was very mad at the 
Sega of America marketing people in the 
sense that they don’t pay much attention to 
[the game]; they don’t like it. The develop- 
ment of Seaman started on the PC a few 
years back in Berkley, California. 
Electronic Arts, or I should say Maxis, the 
Sim City people, really liked it but finally it 
turned out that at the time, PC power was- 
nt able to run the game properly. I gave up 
on that platform and met with Sega. So | 
decided to move Vivarium employees to 
Japan to be closer to Sega. Except for 
lrimajiri (president of Sega of Japan), who 
invited us to work on the Dreamcast hard- 
ware, no one at Sega thought much of 
Seaman. Some of the employees at Sega 
say that Irimajiri is a crazy guy. He saw 
something in my project and it paid off. By 
the way, I still have a good relationship with 
the EA people, but they aren’t releasing 
Dreamcast titles. 


Welcome to The Bizarro World: Regardless of the fact that it’s not really a “game,” users who 


purchase Seaman are in for some serious surprises. We witnessed Seaman grilling a married 
GameWEEK editor with “Hey... is your wife in the room? No? So listen... are you having an affair?” 


GW: What’s that whole 
“Don’t Panic! Seaman” 
thing about? 

YS: It’s like a road sign. | 
wanted to confuse, panic 
and shock people in their liv- 
ing rooms. Due to a trade- 
mark issue surrounding a 
board game, it was changed 
to “Caution! Seaman” for the 
U.S. version. 


GW: What do you think of 
Sega’s future? 

YS: | signed on as a member 
of the advisory board at Sega of 
Japan. From that point of view, I can see that 
Sega is going to have a hard time changing its 
direction. The game industry is now changing 
a lot. Even if you have ten times faster pro- 
cessing speed, such as the PlayStation 2, for 
example, that doesn’t guarantee you a good 
game. CPU power and gaming is different. 
Take Chess, for instance. You don’t need 
gorgeous graphics to play Chess; it’s just a 
great game. Three-dimensional graphics 
are mice, but people are getting bored, | 
think, with it. A new concept is very much 
sought after in Japan. A few companies have 
approached us and have told us they are 
looking for new dimensions in gameplay, 
new concepts. If a publisher can be flexible 
and take some chances, there are some dia- 
monds in the rough. 


GW: /s the microphone for Seaman 
the same type as the one used 
with Hey You, Pikachu! for the 
Nintendo 64? 

YS: Nintendo’s microphone is not 
Capable of voice recognition; it’s only 
voice reactive. It can’t respond to as 
many words. Seaman can recognize 


MYSTERIOUS FOSSIL FISH 
TEACH EGYPTIANS HOW 
TO ERECT PYRAMIDS? 


Sie TAUGHT THE PHARAOHS 


how to engineer the pyramids, according 
to long lost research just confirmed by an 
expert team af an eminent academic institution. 
PARIS—Drrector of the Institnte for Anthro-Bio 


Archaeology William Southerland says evidence 
has been uncovered confirming the conclusions 
of Jean Paul Gassé, whose controversial 1930s 
research asserts that a fish-like creature with a 
human head and the 
ability to speak, 
imparted the wisdom 
to construct the 


SA rye 


. 7% 


2 = Se 
pyramids to royal s i. =i 
priests of ancient poe. £ i 
Egypt. hmages of the Se = 
so-called “Seaman” 

have now been dated Paayrus fragment depicts 
9 to around 2600 B.C., Seaman spanking te royais 
q the period in which the third dynasty 
4 commenced the great age of pyramid-bin!ding 


44\\.| Professor Gassé also claimed to have found a 
live specimen resembling the legendary Seaman, 
in a marketplace in Alexandna, Egypt. Gassé’s 
diary describes experimental attempts to breed 
Seamen in his University of Paris laboratory, As 
detatled records of Gassé's research were lost 
after his death in 1956, the work was not ver 
fied until. in 1997, a human-headed fish that re- 
portedly spoke was caught in the Nile and sent 


Above and to the Oceanic Life Research Institute. Upon 
dissection, eggs were removed from the fresh 
2 82 ‘ 
Right: Two specimen, and samples sent to the Institute for 
Anthro-Bio Archaeology. 
pleces of Director Southertand would neither confirm nor 


deny reports that Seaman creatures are being 
successfully bred, and trained to speak English 
at the Institute. Sources say that hypnosis is 
beiny employed to encourage enigmatic Seamen 
to interact with humans 


Seaman mar- 
keting propa- 
ganda. 


A postcard | ee GAME GIANT SEGA of America 
Is said to be sponsoring research at the 
sent to the Institute of Anthro-Bio Archaeology that 


will soon bring “domesticated” Seaman 
creatures to US, homes. According to spokes- 
man Hitoshi Yutada, a leading Japanese genetic 
researcher and Sega advisor. “Sega plans to 
teplicate (he vivanum Dr. Gassé used in bis 
1930s experiments. The opportunity for people 
to study and interact with this remarkable 
creature will be educational as well as enter 
taining. The Seaman learns at an astounding rate 
and, although be can be moody, he proves to be 
a fascinating companion.” 


media prior to 
Seaman’s U.S. 
arrival and an 
“advertorial” 
that appeared 
in The National 
Enquirer. 
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Season fo rodemark of Vivarlum tac. 1 Yivoriaen (nc 


Sega ic 


redamark Oitice, Sage, Grecseost and the 
hy oF trademarks of Sega bnlecprses, Lid 
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approximately 10,000 different words 
and phrases. 


GW: You did a Seaman Christmas 
expansion disc in Japan, but are there 
any plans for a sequel? Can you take 
the concept further? 

YS: Yes. The next version, which will be 
coming in a year or two, will expand on the 
idea. When Seaman says something about 
a secret, I really want people to think, 
“How did he know that?!” SegaNet is great 
news and we are focusing on network 
capabilities. GW 


Service Includes: 


servers. 


¢ Distribution to hundreds 
of sites and 60,000,000 
gamers. 


database. 


e Product launch with over 
100 mb/sec. of bandwidth and 


¢ Contests, name collection and 


¢ Rolling email follow up 
with 4-12% click through. 


¢ Drive traffic to leading 
etailers and your store. 


¢ Over 70 major title 
launches in 1999. 


e Performance data "cockpit" 
predicts email sales trends. 


e Traffic stats—which sites 
bring you names? 


e Final marketing report 
with results, data and 
suggestions. 


Internet Demos Drive Sales! How Do You Drive Demos? 


Plan a launch of your demo/trailer and get results. 
Gigex is the leader in Internet product launch. Your new products are too valuable to fly blind. 


Gigex Product Launch delivers your demos 
directly to customers — guaranteed 


Oigex 


Contact us today at info@gigex.com 


NEW YORK 


Tel: 212.226.4115 


SAN FRANCISCO 


Tel: 415.227.4770 
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Manuf./Publisher 


Pre-Book Date Release Date 


Manuf./Publisher 


Sponsored by: 


@igex 


Manuf./Publisher Pre-Book Date Release Date Pre-Book Date Release Date Game Manuf./Publisher Pre-Book Date Release Date 
4X4 Evolution Gathering 7/00 10/00 | Heretic I Logicware TBA Q3 Age of Emp. ll: Con. Microsoft 5/00 8/00 | MechWarrior 4 Microsoft 8/00 11/00 
Alien vs. Predator Fox Interact. TBA Q3 | Interstate '76 Logicware TBA Q3 Age of Sail | Talon Soft 7/00 10/00 | Metal Fatigue Psygnosis 4/00 7/00 
Anachronox lon Storm —_‘TBA 04 | Monopoly 2 CT Interactive TBA 03 Alone in the Dark 4 Infogrames TBA O4 | ety Gear Sold Microsoft 6/00 ann 
Asteroids GT Interactive 4/00 7100 | Nyct ME Mindscape 4/00 7/00 Anhachronox Eidos OG. A | | 
Black and White Lionhead ‘TBA 4 | 5, ae aM 73 Arcanum Slerra 6/00 gt | Midtown Madness 2 Microsoft 7/00 _‘10/00 
Cartoon Combat Creative Edge TBA Q3 Party Paid Gi Shust. TBA a2 Arcatera Ubi Soft 5/00 8/00 | MS Golf 2001 Microsoft 6/00 9/00 
Combat Misson: BO Big Time Soft. TBA gg | ye moot = B-17 Flying Fortress Hasbro 6/00. 9/00 | pascaRHeat Microorose 5/00 «8/00 
Co: InterLock __Deninet Soft. TBA Gh | eae ee Baldur's Gate ll Interplay 6/00 _—_—_-9/00 <n : 
Deimos Rising Ambrosia. TBA Q3 | PoolofRadiance Mindscape TBA 04 Bang! Gunship EL Redstorm 4/00 7/00 NASCAR Racing 4 _ sierra 8/00 11/00 
Deus Ex lon Storm 4/00 7/00 | Riddle of the Sphinx DreamCatcher 6/00 9/00 Batman Racine Ubi Soft 6/00 9/00 Oni Bungie 6/00 9/00 
Diablo | Blizzard TBA Q3 Rune Gathering 7/00 10/00 Black & White Flectronic Arts 8/00 11/00 Pod Racing 2 Ubi Soft 6/00 9/00 
“regen § Lair 3D ee in Scrabble — GT Interactive 4/00 7/00 Blair Witch 4 Gathering 6/00 9/00 | PoR:Ruins of Myth Mindscape 8/00 11/00 
Ftemal War Past Tree, Inc. TBA oe a Blair Witch 2__Gathering _7/00_10/00 | Quake th wiss. Pk. Activision 4/00 7/00 
7 adowbane Wolfpack TBA Q3 Blair Witch 3 Gathering 7/00 10/00 / | 
Experience The Whole Exp. TBA Silver Infogrames _ TBA 93 7 — | Rainbow Six: C.0.E. RedStorm 4/00 7/00 
F/A-18 Hornet: Gold Graphic Sim. TBA —— m= | a Eerie | eaicreeeten Airs re 
Grimoire Elysium Digital TBA Star Trek: DS9 Fallen Sim & Schust. 6/00 9/00 Commanche 4 NovaLogic 5/00 8/00 se OF ING olals _MINGScape 
Halo Bungie Soft. TBA The Little Prince __Tivola 3/00 6/00 Conquest: FW. MS 8/00 11/00 | Relic Hunter Octagon TBA Q4 
Heart of Darkness Infogrames TBA The Sims _ Aspyt 4/00 7/00 C&C:RedAlert 2 Electronic Arts 8/00 11/00 | Riddle of the Sphinx Dreamcatcher 6/00 9/15 
Heavy Metal FAKK2 Gathering ‘6/00 Warcraft Ill Blizzard Ent. TBA 04 Crimson Skies Microsoft 6/00 2/00 | pine Gathering 7/00 10/00 
Dark Reign 2 Activision 4/00 7/00 . 
Dogs of War ‘Talon Soft 4/00 Fog ) aoinee Interplay _ 6/00 9/00 
: > & e@ & Dragon Rider Ubi Soft 5/00 g/99 | sanity Fox Interactive 5/00 8/00 
Game Manuf./Publisher Pre-Book Date Release Date Game Manuf./Publisher Pre-Book Date Release Date Dragon's Lair 3D Blue Byte TBA Q4 Second Genesis Epic Games TBA Q3 
Action Bass Take 2 4/00 7/00 | Ms.PacmanM.M. Namco 6/00 9/00 Dues Ex Eidos 4/00 7/00 | Shadow Company 2 Ubi Soft TBA 03 
Action Man Hasbro 6/00 9/00 | NASCAR Heat Hasbro 7/00 10/00 Duke ) | 
Alien Resurrection — Fox Int. 9/00 8/00 | NBA Shootout 2001 SCEA 7/00. 10/00 Nukem Forever GT Interactive TBA Q2/01 Slent Hunter ¢ Mindscape __9/00 12/00 
Aladdin SCEA 5/00 8/00 | NCAA Football 2001 EASports 4/00 7/00 Dukes of Hazzard  Southpeak —_—7/00 10/00 | Skip Barber Racing Bethesda 6/00 9/00 
Animorphs GT Software __9/00 8/00 | NCAAGB2001 — SCEA 500 _—-8/00 Dungeon Seige Microsoft —_5/01 8/01 | Squad Leader Microprose 10/00 ‘1/01 
Ball Breakers _—_—Take 2 4/00 7100 | NFL Bitz 2001 Midway —=—6/00 9/00 Empire Earth Sierra TBA 02/2001 | Starship Troopers Microprose 6/00 9/00 
Batman Racing __UbiSoft__7/00__ 10/00) NFL GameDay 2001 SCEA 5/00 8/00 Evil Dead THO 7/00 10/00 | cr trek psarralen Sim. &Schust 600 9/00 
Breakout Hasbro 6/00 9/00 | NHL Faceoff 2001  SCEA 600 «9/00 Felony Pursuit. THQ 4/00 7/00 — : : 
euEURSIBOES «IK /00___8/00 | Panzer Gen. Assault Mindscape _6/00 9/00 Freedom: Amst Res. Feds ao oo | 
Carmgeddon 2 Interplay 0/00 8/00 | Parasite Eve 2 Square EA 6/00 9/12 Fur Fighters Acclaim 5/00 ggg | DominionWars Sim. &Schust. 7/00 ___10/00 
Chrono Cross_Square EA __/U) 819 | Pj GoldTee Golf Infogrames 4/00 7/00 Gangsters Talonsoft 8/00 ——-14/00 ‘| lar Trek 
Crash Bash__SCEA 8/00 1/00 | Polaris Giants interplay 7/00 10/00 | Elite Force Activision 5/00 8/00 
oe i : _ - ; . = ans 2000 ue . oy at Grand Prix 3 Microprose 5/00 8/00 | Star Trek 
AiNGEAUt Ubi Soft “4/00 7/00 = . = ni Es : Half-Life: Host. Tak. Sierra. 0/00 8/00 | New Worlds Interplay 5/00 8/00 
ayman 2 _ Ubi Soft 6/00 9/00 Halo Bungie 10/00 1/07 | 
Se | Me Acclaim __-5/00__—8/00 Heaw Metal FAKK2 Gathering 6/00 6/00 | S@Wars Obi-Wan _Lucastts _si00__Tunt 
Duke Nukem:POB GT Software 4/00 7100 Rollcage otage 2 Midway 5/00 8/00 Heist | | Interplay 8/00 14/00 otar Wars Online LucasArts TBA TBA/O1 
Earthworm Jim__Interplay _6/00 S/00 | Sabotuer Fidos 3/00 6/00 HD 2 Talon Soft 8/00 ——-11/00 | Swat3:BR/SE__ Sierra 5/00 8/00 
cer oe | a shaolin THQ o/00 8/00 Hired Teams: Trial © Thought Guild TBA Q4 | Sudden Strike Fidos 4/00 7/00 
, - opeeball 2100 Take 2 6/00 9/00 Hitman: C.N.47 Eidos 7/00 10/00 
Ford Racing —_—Take 2 9/00 8/00 | —— : Summoner 1/00 3/01 
Frogger II Lachiny 6/00 99g | Spider-Man Activision 3/00 8/00 Homeworld Cat. Sierra 5/00 8/00 | | 
Star Trek: Invasion Activision 5/00 8/00 Hostile Waters interola 7/00 song | SUZUKI 2000 Ubi Soft 3/00 6/00 
Galaga Hasbro 6/00 9/00 = : play 7 
Hogs of War Infogrames 4/00 7/00 | Surf Riders Ubi Soft 4/00 7/00 IHRA Drag Racing Bethesda 5/00 8/00 | lank Platoon Microprose__6/00 g/00 
Inspector Gadget Ubi Soft 8/00 11/00 | Sydney 2000 Fidos = /00— (8/00 Indy Rac. Lea. 2000 GT Software 4/00 7/00 | TheSettlers\V  BlueByte TBA Q4 
J. McGrath 2000 Acclaim 4/00 7/00 | Tenchu 2 Activision _9/00 8/00 insane Codemasters 6/00 9/00 | Tiger W. 2000 Buick EA 4/00 7/00 
Jungle Book Ubi Soft 7/00 10/00 | Threads of Fate SquareEA 4/00 7100 Jumbo Jack Slerra TBA Q4 | o | | 
King of Fighters 99 SNK 6/00 9/090 | Tony Hawk 2 Activision 6/00 9/00 Kingdom Under Fire Gathering 7/00. 10/00 ie Joelle Se all oN 
LEGO Rock Raiders LEGO Media 5/00 8/00 | Vampire Hunter _Jaleco 7/00 10/00 KISS: Psycho Circus Gathering __4/00 oo | Wbes2 Sierra HOU 10/00 
Lunar 2: EB. Working Desi 4/00 7/00 | Vanishing Point Acclaim: 5/00 _ 8/00 Leg. of Blademast. _Ripcord 7/00 10/00 | WWE With Authority THQ 6/00 9/00 
Madden NFL 2001 EASports 5/00. 8/00 | Wacky Races Infogrames 9/00 8/00 Leg. of M&M SDU 7100 10/00 | Warcraft I Blizzard 3/01 6/01 
Major League Soc. Konami 5/00 8/00 Winnie the Pooh/Tig. Mattel ; 0/00. . 8/00 Links 2001 7 : Microsoft 8/00 11/00 Warriors of M&M. 300 8/00 11/00 
Martian Gothic Take 2 4/00 7/00 | Worms Pinball Infogrames 7/00 10/00 Longest Journey Empirelnt. 4/00 7/00 . : 
MH.Pro BMX _Activison 6/00 ‘11/00 | WIC World Mati Let oa toe | i Se 
Micro Maniacs Codemasters 6/00 9/00 | Rac. Ch. Activision 5/00 8/00 Max Payne Gathering 1/01. «=o | X-ComAlliance _Microprose__6/00 11/00 
Mike Tyson Boxing Codemasters 6/00 9/00 | X-Men: MutantAca. Activision 4/00 7/00 Mech Commander 2 Microsoft 1/01 3/01 | Zeus Sierra 8/00 qi 
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Game Manuf./Publisher 


Pre-Book Date 


Release Date 


Manuf./Publisher 


Pre-Book Date Release Date 


Manuf./Publisher 


Pre-Book Date Release Date 


Manuf./Publisher 


Pre-Book Date 


Release Date 


Aladdin Ubi Soft 5/00 8/00 | MSPinball Arcade Electro Source 5/00 8/00 4X4 Evoution Gathering —_5/00 8/00 | NHL2K1 Sega 7/00 10/00 
Alice in Wonderland Nintendo 9/00 12/00 | MTV: BMX THO 6/00 9/00 Arcatera Ubi soft __8/00 11/00 | Outrigger Sega TBA 04 
Animorphs Ubi Soft 6/00 9/00 | MTV: Skateboarding THO 5/00 8/00 Armada II Metro 3D___5/00 8/31 | Peace Makers Ubi Soft _—7/00_—S— 10/00 
Army Men 2 300 6/00 9/00 | NFLBlitz2001 Midway 6/00 9/00 Baldur's Gate Sega TBA Q4 | Phantasy Star OnlineSega TBA 
Austin Powers 2 Take 2 4/00 7/00 | Pocket Racers Interplay 4/00 7/00 B. Pro Surfer Mattel 8/00 11/00 | Playmobil Hype —_Ubi Soft 10/01 1/01 
Barbie Fashion Pack Mattel 4/00 7/00 | Pokémon Attack Nintendo 4/00 7/00 D2 : Sega 3/00 8/00 | Pod 2 Ubi Soft __7/00 10/00 
Batman Racing Ubi Soft 7/00 10/00 | Pokémon Gold/Silver Nintendo 7/00 10/17 Dark Angel Metro 3D 6/00 J/00 | Power Stone2 Capcom _5/00 8/00 
Blaster Master: EB — Sunsoft 5/00 8/00 | Pro Pool Codmasters 4/00 7/00 Deep Fighter Ubi soft __4/00 7/00 | Prince of Persia Mattel 8/00 11/00 
Blues Clues Mattel 6/00 9/00 | Puzzle Collection  Electrosource 4/00 7/00 Demolition Racer Infogrames —_ 4/00 7/00 | Quake lilArena Sega 9/00 8/00 
Bowling Vatical 5/00 8/00 | Racin Ratz Mattel 6/00 9/00 Dinosaur Ubi soft __8/00 11/00 | Quest of the 
Brunswick ProPool — Vatical 7/00 10/00 | Rambler Matte| 4/00 7/00 Dogs of War Take 2 7/00 10/00 | Blademasters —_-Ripcord ~—8/00 11/00 
Bust A Move Mill. Acclaim 5/00 8/00 | RonaldoV-Soccer Infogrames 4/00 7/00 Dragon Rider Ubi sot 8/00 1/00) QBClub2001 Acclaim ——_—*TBA 04 
Cannon Fodder Codemasters 6/00 9/00 | Rugrats in Paris THQ 7/00 10/00 Ecco: Defender of the Future Sea 00 8/00 | Railroad Tycoon I Poplop Software 4/00 7/00 
Carnivale Vatical 4/00 7/00 | Rush 2049 Midway 6/00 9/00 ECW: Anarch. Rulz Acclaim 8/00 11/00 | Ready2Rumble B. 2 Midway 8/00 11/00 
Champ. Motocross 2 THQ 4/00 7/00 | Seadoo Hyd. 2001 — Vatical 5/00 8/00 ESPN Baseball Konami 3/00 8/00 | Renegade Racers Interplay _—-5/00 8/00 
Donkey Kona Nintendo 6/00 9/00 | ScoobyDooCC THO 6/00 9/00 ESPN NBA 2Night Konami __8/00 11/00 | Seaman w/micro. Sega 5/00 8/00 
Doug: Quailman Infogrames 6/00 9/00 | Spider-Man Activision 5/00 8/00 Eternal Arcadia__—‘Sega 8/00 H/00 | Sega GT _Sega 3/00 8/00 
Dragon Dance Crave 4/00 7/00 | T-Tex Eidos 6/00 9/00 Evil Dead THQ TBA Q4 | Seven Mansions Koei TBA 04 
Dragon Tales Mattel 6/00 9/00 | Test Drive Cycles Infogrames 4/00 7/00 Evil Twin Ubi Soft 8/00 11/00 | Shenmue Chapter 1 Sega 8/00 11/8 
Dragon Warr. |, ll Enix 5/00 8/00 | Titus the Fox Interplay 4/00 7/00 F300 Challenge Sega 6/00 9/00 | Sierra Sports 
F1 Champ.99 _-UbiSoft —6/00 9/00 | TocaTourRaing  Southpeak 5/00 8/00 Felony Pursuit ‘THQ TBA G3) Game Room sierra 8/00 11/00 
Gauntlet Legends Midway 5/00 8/00 | TomandJerry Mattel 6/00 9/00 Floigan Brothers Sega TBA U4 | SNK vs Capcom Capcom __TBA 04 
Heroes of M&M = 300 3/00 6/00 | TonyHawk2 Activision 8/00 11/00 Galleon Interplay TBA Q4 | Sonic Adventure 2 Sega 3/01 6/01 
Hoyle Casino Havas 6/00 9/00 | Turok 3:Sh. of Ob. Acclaim 5/00 8/00 GorkaMorka Ripcord 8/00 11/00 | Sonic Shuffle Sega 8/00 11/00 
J.N. Golf Vatical 5/00 8/00 | VIP Ubi Soft 8/00 11/00 Grandia 2 sega 9/00 12/00 | South Park Rally — Acclaim 3/00 6/00 
KISS: Psycho Circus Take 2 4/00 7/00 | VRPowerboat —_Vatical 6/00 9/00 Grand Prix 4 Hasbro 7/00 10/00 | Spawn: In the 
LEGO Racers LEGO Media 6/00 9/00 | WWFNoMercy THO 9/00 12/00 Half-Life Sega 6/00 Y/00 | Demon’sHand Capcom _TBA 04 
Lemmings Rev. Take 2 4/00 7/00 | Warlocked Nintendo 4/00 7/24 Heay Metal FAKK 2 Gathering —_—7/00 10/00 | Spec Ops:0.S. —Ripcord 9/00 8/00 
Magical Drop Electrosource 4/00 7/00 | X-MenMutantAc. Activision 4/00 7/00 Hidden & Dangerous Take-Two 4/00 100 | Speed Devils2 Ubi Soft 8/00 11/00 
Mission Bravo Mattel 6/00 9/00 | Xena Titus 7/00 10/00 J, MeGrath Supercross 2000 Acclaim 4/00 (100 | Star Trek: 
Mr. Driller Namco 5/00 8/00 | Zelda Tri-Force Nintendo TBA Q4 Jet Grind Radio ‘Sega 8/00 11/00 | New Worlds Interplay 7/00 10/00 
KISS: Psycho Circus G.0.D 9/00 8/00 | S.W. Jedi Pow. Bat. LucasArts 5/00 8/00 
Max Stee! Mattel 9/00 12/00 | Street Fighter Ill Dl Capcom 3/00 6/00 
Messiah Interplay 7/00 10/31 | Stupid Invaders — Ubi Soft 7/00 10/00 
Metropolis S.R. Sega 7/00 10/00 | Sydney 2000 Eidos 9/00 8/00 
Manut./Publisher Pre-Book Date Release Date Manuf./Publisher Pre-Book Date Release Date Midway Arcade Midway 3 /00 6 /00 The Rj ng Infogrames 4 /00 7/00 
40 Winks GT Sof. 5/00 8/00 | MiaHamm Soccer Southpeak 5/00 8/00 Monster Breeder Tommo _—8/00 11/00 | VIP Ubi soft __8/00 11/00 
Aidyn Chronicles THQ 6/00 9/00 | Mini Racers Nintendo ‘TBA Q3 M.O.U1.2025 __Ripcord __8/00 11/00 | Virtua Tennis 56a 4/00 100 
Air Boardin’ USA ASCII 4/00 7/00 | Ms.PacMan M.M. Namco 8/00 11/00 MIV: Skateboarding THO TBA 04 | W.S, Baseball 
Army Men Air Com. 3D0 4/00 7/00 | NFLBltz2001 Midway «6/00 9/00 Namco Museum Namco _—_—4/00 100 | 2k1 Sega 4/00 (100 
Army Men:S.H.2  3D0 6/00 9/00 | NFLQBC.2001 Acclaim 5/00 8/00 NBA 2K\ Sega 7/00 10/00 | WWE Royal Rumble THQ 9/00 8/00 
Banjo Tooie Nintendo 6/00 9/00 | Nightmare Cr.2 Activision TBA 03 NFL 2k" Sega 6/00 Y/00 | Vanishing Point Acclaim —_—_5/00 8/00 
Beast Wars 64 Bam 3/00 6/00 | Ogre Battle 64 Atlus 6/00 9/00 
Big Mountain64 — Southpeak 6/00 9/00 | Paper Mario Story — Nintendo 9/00 12/00 
Blues Brothers Pokemon Puzz. Lg. Nintendo 6/00 9/00 
2000 Titus 8/00 11/00 Polaris Manuf./Publisher Pre-Book Date Release Date Manut./Publisher Pre-Book Date Release Date 
Caesar's Palace 64 Crave 7/00 10/00 | SnoCross 2001 Vatical 9/00 8/00 | 
Carmageddon Titus 4/00. ~+~+7/00 | Power Rangers LR. THO 6/00 9/00 Armored Core 2 ASCIl 8/00 11/00 | Knock. Kings 2001 Electronic Arts 7/00 10/00 
ConkersB.FD. Nintendo 9/00_—=—«‘12/00 | Ready2RumbleB.2 Midway 8/00. 11/00 Dark Cloud SCEA 1010/00 | Madden 2001 _Electronic Arts 7/00__—_‘10/00 
Cruis'n Exotica Midway ~—S 7/00 10/00 | Resident Evil Zero Capcom TBA Q4 poeta = a Ie oe ee i000 
ana tt em = a eases. Sa ee a ai FIFA 2001 Electronic Arts 7/00 10/00 | Street Fighter EX3 Capcom 7/00 10/00 
Dinosaur Planet Rare 10/00 1/01 | Seadoo 2001 Vatical 5/00 8/00 Gran Turismo 2000 SCEA 7/00 10/00 | Tekken Tag Tourn. Namco 7/00 10/00 
Donald Duck Ubi Soft 3/00 11/00 | ScoobyDooCC THO 7/00 10/00 Kessen Electronic Arts 7/00 10/00 | The Bouncer squaresoft 8/00 11/00 
Eternal Darkness — Nintendo 8/00 11/00 | Spider-Man Activision 8/00 11/00 
F-1 Champ. 99 Ubi Soft 6/00 9/00 | Stunt Racer Midway 3/00 6/00 
Greatest Arcade Hits Midwa 8/00 11/00 | 007:WINE Electronic Arts TBA Q4 - _— 
Hercules Titus 8/00 11/00 | Tom & Jerry Mattel 6/00 9/00 Posting/ Contact Information: 
Hey You, Pikachu! Nintendo 8/00 11/00 | Turok 3:S.00. Acclaim 5/00 8/00 Manufacturers: If you have found that your company’s products are improperly listed, 
Int. Track & Field = Konmai 6/00 9/00 | VR Powerboat \Vatical 6/00 9/00 are not listed, or are in need of updating, please ask your sales or PR department to 
L.T. Duck Dodgers Infogrames 6/00 9/00 | Wildwaters Ubi Soft TBA Q3 send all relevant information to CyberActive Media Group, Inc., GameWEEK, 64 
L.T. Taz Express Infogrames 6/00 9/00 | Winnie the Pooh — Mattel 5/00 8/00 Danbury Road, Wilton, CT. 06897-4406 USA or fax your weekly updates to 
Mario Artist Nintendo TBA Q4 | WorldLg.Soccer  Southpeak 7/00 10/00 203.761.6184. Questions regarding this section may be directed to Ben Rinaldi at 
Mario Tennis Nintendo 5/00 8/00 | World Rally Champ. Southpeak 3/00 6/00 650.340.4405, ben@gameweek.com. Media: Permission to reprint GameWEEK 
MegaMan64 Capcom. TBA. 4 WWE No Mercy THO 3/00 11/00 Release schedule In consumer-oriented enthusiast publications or mass media 
eo X-Men: Mutant Ac. Activsion 5/00 8/00 not dealing primarily in the interactive entertainment industry is granted pro- 


vided appropriate credit is given. 


opeedway USA Nintendo 10/00 1/01 | Zelda: M.o.M. Nintendo 8/00 11/00 
a a 
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STOCK INDEA 


Visit www.gameweek.com for the latest info and stock quotes 


Index Comparisons 


Sponsored by: 


oe os x oe 

\ . XH” KD woe 
S  « S WO ghey _ hog 

oF hog” gE ga gH AAR AQ 


PUBLISHERS AND MANUFACTURERS 


RS cco ceeeeptl) WES WIG LG) sees txirarnanmnennentds Nene vein Ol. avanticin ~..4.44......3.69 ..-16.90% ..-37.23% 
NASD venue FLOOR, exer | ee eee DOE inn Rd epeecte Cr is eee. ers | 
BE) cect aecen NO acuedancncinipy canetiwmtrennemiaiiorieds Uy fe 5 eee Pisani d Satie e. exe «noes 
Sto! oc: ee BE vcosmle MIs swnsencpuadl “Sesneid OO vere OO) 7.03% «00.14% 
NASD cect WT sedsivusi EIEIO sceerersrvememeuervess elie he SS 2 -1.446,.56......6.13 ....6.67% ..-60.00% 
NASD......MIGS ...... McGlen Internet Group ........... DN evnint etl Neonates “csv d Orel nth O5% 4.620 
ie a Advanced Micro Devices Inc ....97.00....15.62 ....57.6....88.75....82.44 ....-7.11% 184.88% 
NASD w.:cAAPL «0. Apple Computer ...........000 150.37....42.06 ....22.0....95.75....91.19 .....4.77% ..-11.31% 
NYSE cavece — Brilliant Digital Enmt Inc .......... LO 6 i a) arene: Stisid ed ciuu el tau ly LO noted 
he oe es ee BO coived LU icacctpvaden “et 950 nnd 1 4410.58 .SL.60% 
ie — FD eevee CO aG) GUID, onze saaneucimcuenvas $4-00....18. 25 sc fASi26 AA wud! SO 4.02% 1 B2% 
BAS eR eM RTIVS LEIS vo cccsinneniemmemnonnseanes 38.81......8.87 ....14.0....28.00....25,.69 ....-8.26% ..47.84% 
NASD) .eisshOily oeaue- | eee 59.68....31.37 ....74.2....45.06....47.50 ....5.41% ....-6.86% 


GameWEEK Composite Index GameWEEK Publishers Index 


1/00 +~=62/00~S—3/00~Sts—«w4/00.—<C«é«‘S/OD—S~é«CGOOOD 1/00 2/00 3/00 4/00 5/00 6/00 i a a i) nn eer 43.87....23.37 ....89.5....44.56....41.19 ....-0.90% ..40.81% 
NASD viictOSY vec EGOS INGIECTIVGT TT weccsrcscssans 21.00......3.93 ....17.9......6.00......6.25 ....4.17% ...63.45% 

: . NASD...... ERTS cme Slice yop. tt eee 124.43....45.59 ....37.7....66.88....66.31 ....-0.84% ..-21.06% 

NASDAQ Composite Index GameWEEK Ret./Dist. Index NASD...... oi ST TRTEOIING ccnatenacees vies smcngetteed a saids ee — Tot sete 1.88 ....A.76% 4... 7.14% 

4500 PAVERAGE * am AMEX cecceHAS scccccccH@SDIO sesvesssssessessssssseeeseeeteee 29.50 ....13.75 v18.4....16.44....17.31 ....5.32% ...8.58% 
4000 ie — VY scsninis Hewlett Packard........ccccccseeees 155.50....67.00 ....35.5..128.00..114.00 ..-10.94% ..38.06% 
ie Cb) eee 139.18....89.00 ....28.0..119.69..116.84 ....-2.38% ....8.31% 


3500 NASD ceccINTCcccccccsItel cecccsccsessessreseeesesesreeees 145.37....50.12 ....54.6..127.06..126.06 ....-0.79% ..53.15% 
NASD ...cA ENT G iencd TEPICHVS MEIC ax: <cmnnnmreersantvsa BG cs sl arncenasents Sencrv Be bskets ACOH seu O j Euan 
3000 NASD ...ccINGR wcoINtergraph ...ccecseeseeeseesesessees a ht W007 .00..216.69 ...-4.46% ..40.79% 

NASD ...cccIPLY weeesee. Interplay ..cccccccsesseecseeseeceessvesees B68 .oceec1 56. ccccreenees deur be D8 te BOD ye. 23% WBA SA 


NASD...... Ra ERG) anes csneitroinencetevrarcdaen 76.00....13.62 ....44.9....59.25....61.56 ....3.90% 123.36% 
NASD...... FES ecco OT OIC) O <isckimboumiestsrs casei 103:25....27.37 «.182.3..101.00.4107.06 ...1.05% 38.57% 
NASD...... VS nicer ECTOVIBION .sivennuanerenstvnncnexinal 94.75....10.81 ..284.0....66.25....71.00 ....7.17% ..91.89% 
ici MAT wu... EE) TO oacccasininnairevneneccnnp asa DOF Sry dt Dowcenctieata -,...14.56....13.63 ....6.44% ....3.81% 
NASD....... io UID. sencrasermmnintareceavenaaiinn 119.93....60.37 ....43.5....68.81....72.56 ....5.45% ..-37.85% 
WYSE, acncid MWY ...... 3 ee 24.87......6.06 ..121.4......7.56......8.50 ..12.40% ..64.49% 
NASD...... ROOT? vicine FeO, sctrsinesnsscessien « ua nmncimsmashiiiniaes Te Srsrssihe Ciuanitin vedere Svar 2 Oh Draw ALM: seg 
NASD vvuts EGAM i. G@GAIMES: ING. ancscccscssseammencoaderseer BB es veu go aumimensons ‘ccc Diep vee OM ve Owe 
PUY ee. arco = 2 | | i, on he 6 B Dic Al Gove OO alee O6 Oe 
2 | <5 So 157.37....44.62 ....63.1..100.56....90.25 ..-10.25% ..-68.31% 
NASD......TTWO ...... TES TW: sccaccreivemontnedace vive 18.93......6.87 ....15.6....11.31....12.63 ..11.60% ....-2.42% 
i (a rrr Fe Pies OL siiens 7.5....11.38....10.38 ....-8.79% ..-55.38% 
iol oe > On COICO oscsierneinicvncae Ss ie fe 6 ee ee -,.,.19.00....17.88 ....-5.92% ..-44.14% 
2 a I, sccccaviitarnmmenrenrenane 71.25....36.68 ..128.2....67.25....69.25 ....2.97% ..14.58% 


1/00 2/00 3/00 4/00 5/00 6/00 1/00 2/00 3/00 4/00 9/00 6/00 


Summary of Results 
Advances: 25 Declines: 39 Unchanged: O 


NASD ...c-.VOXW .-...VOXWATE INC .ssssseveessssssssseveeeeee PE. OCB sails “cee B4ccee4.50 ....3.60% 336.36% 
Staples 16.67% Digital River Inc -38.99% 
Midway 12.40% dive le 57.41% | NASD.....AMZN..... ASCO TG ax, vevemenonress 113.00... M0 Ada ccssrien -...52.19....46.00 ..-11.86% ..-39.57% 
- — : : ‘ : NASD corel tl vere cA UTES STOTES ciarnasvntmengneness staid ot. | en eh ee 9.1......8.22......7.81 ....4.94% ..-72.83% 
Take Two 11.60% 3D Labs. Ing Lid -16.90% NYSE. ssnsad i — Betis Be NOS civiccnnmmnsnecacedeas O62 16,31 cect AAD 56 20TS cd 1 eee 
: 7 NYSE vccce-BBY ceccscssBOSt BUY scsccsssssveessssssseseeeeeee 88.87....42.56 ....39.7....62.44....69.44 ..11.21% ..38.18% 
Best Buy 11.21% eBay Inc 16.48% | NASD.......BYND ......Beyond.Com Corp sass. 560... BO saasinnscy “sesie2 08 cc0e.1.78 «12.31% .-77.20% 
es eranaiters ar a eee 13.33% | NASD vnCDNW ....CONOW ING .nonsnnanernnis I, DOS nwinssedy veces 22 -0001.3.06 27.41% ..-68.99% 
. : : : : — iC Ae beekepieniys CAOCIIT IOP -visrsmatenntoccesriveroaiant 65.18....32.50 ....37.3....35.13....35.81 ....1.96% ..-20.53% 
NASD......COOL ......Cyberian Outpost INC... eee Sh: ae: |? ar even DOD saree ES vunrl OOUe de Deeem 
INDEX COMPARISONS 6.9.00 6.16.00 _NET CHANGE % CHANGE NASD.....-DRIV........Digital River INC v..scecescssssseeseen ot a A £6613.63.000..8.31 «38.99% ..-75.05% 
GameDaily Composite Index 2422.06 2408.65 ASAA 0.55% — | NASD sceecEBAY .1..€Bay INC vceecssscsssseeeeseesssseeee 127,50 ..035-14 cecessseee “1.73.19....61.13 .-16.48% ..-51.17% 
a _ . : .. _ NASD 2: cAI crnone Electronics Boutique............0 26.51:..412.75, «le Gind5.38.ca800...12.20% .2d.00m 
GameDaily Publishers Index 2406.75 aahG 9.32 0.38% | NASD......FNCO ...---FUNCO INC...sessssssseerssssseeseeesen 24.93 .....9.62 ....22.9....24.63....24.69 ....0.25% 120.67% 
carmel atel ler Strib wear An css ie ae 1.330% | NASD eve GGUY sreeGO0d GUYS. sesrrsrataterssoenn io) Ae As Meee £003.63 .00013.56 srt.72% .-60.69% 
| | nits atecneeien | | ae eC ee 5.19 ....c.0.93 cece B.GeecrL 8.01.34 ...-4.55% ..54.35% 
NASDAQ Composite 3874.84 3860.56 14.28 0.37% — | NASD vccclMMR .....cIMM@rSiON ...cesssssssseeesseesssseeeee FOG A200. ccnssetane £60.24,00..0.25.75 ....7.29% .-32.90% 
| —— | | . | NYSE weeee-KM seecsssee K Mart Corp...ccsssssssseseeeesssessee 17.50 0007.31 0040.0 .00007.63 0007-50 ...-1.64% «25.47% 
Din? ACES TCHS SESS saci LOAS8 a) “G4. #8 “1.55% | NYSE... MAY ...e...May Dept StoreS veces AA.00....23.75 o0-.10.3..+.26.75....26.94 ....0.70% ..-16.63% 
Ame Bae Sunak Index ‘ABR OE (aise ae — ea ce oe ee 15.50 eee.1 AB scceveeeees woeee2.00 2020:4.88 ...-6.25% «67.39% 
| a | NASD ..c-RADA ......RadiCa GAMES ...cceseeesscssssseeeee 1112 oec268 cece Qevveee3.75.veee.3.25 «13.33% ..-54.39% 
NYSE ccce-RSH ccssssesRACIO SHACK vosccecessssssseseeeseeee 79,50....35.06 ....29.1....41.06....43.94 ....7.00% ..-10.67% 


Russell 2000 oe 513.74 “a vad, -1.78% 


NYSE, 1 cxccet mmastaneens a Ianto ae TB 3S. f Sete B kd nine 40 vee Oe 
NASD ave LD seynee DCE ctepromeniieien neamenncanntene 97°95)....13,.50 on2l B15 1 Sindee 16.61% ELAM 
DIVISE «comin CRP wetensws (ck 4 eer PAPO svecbdelo seven 107015 .68.pSASO nc f 20%, ciate 
NYSE. cise t OID lala NUE sesicasis tenctmaneewanecasilans 70,25....38.87 ....41.3....54.00.:,.53.75....-0.46% 22.24% 
NASD cinaewee apie CONG sarritncmemneuns neg BE OS gical od. weiten PGi 2B Lede COs. AL 22 we oe 


Source: CNET Investor (investor.cnet.com) “This information is based on sources believed to be rell- 


able, and while extensive efforts are made to assure its accuracy, no guarantees can be made.” 
CNET Investor assumes no liability for any inaccuracies.” 
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"SPECTACULAR COLORED LIGHTING AND EXCELLENT USE OF ‘CURVED’ SURFACES MAKE F.A.K.K.2 ONE OF THE 
BEST LOOKING GAMES WE'VE EVER SEEN.” —PC ACCELERATOR : | 


"THE GAME LOOKS EXCELLENT, IMPROVING ON QUAKE l]l's 
STUNNING GRAPHICS.” —MCV 


"STUNNING - THE VISUALS ARE AMAZINGLY VIBRANT, THE MODELS 
AND ANIMATION ARE TERRIFIC AND THE GAME PRACTICALLY 
OOZES STYLE.” —GaAmEeSPY 


“TECHNOLOGY-WISE AND VISUALLY, FAKK2 1S HEAD AND 
SHOULDERS ABOVE THE COMPETITION.” —GA Source.com 


yo 


RF eh con eel een ‘en Aa ry rs | ¥ mys cco cual F AF 
bom REENS AR cE FROM a {i VERSION 


"A TOP TEN GAME OF 2000" —PC Gamer 


1999 AND 2000 ESB BEST OF SHOW 
- ACTION/ADVENTURE 


CREATED BY 


ritual 


entertainment 


Sega 
© Dreamcast. 


Heavy Metal is Copyright © 2000, and a registered trademark of Metal Mammoth Inc. All rights reserved. F.A.K.K.2 is Copyright © 2000, and a trademark of Kevin B. Eastman. All rights reserved. The Ritual Entertainment logo is a trademark of Ritual Entertainment. 
Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD. G 


athering of Developers and godgames are trademarks of Gathering of Developers, Inc. All other trademarks and tradenames are properties of 
their respective owners. © 2000 Gathering of Developers, Inc. All rights reserved. 


cg Vint penn ¥y 
"at retail.godgames.com 
to learn more about all our games 


Top 10 Videogame Titles 


Based on Items Introduced in 2000 Only « Ranked on Units Sold 


ARKET TRACKING REPORTS 


Information Based Upon NPD Data Recorded June 4-June 10, 2000 


Top 10 PlayStation Titles 


Ranked on Units Sold 


AVERAGE LAST 

RANK —TITLE/PLATFORM PUBLISHER RELEASE DATE RETAIL PRICE WEEK'S AVERAGE 
RANK RANK TITLE PUBLISHER RELEASE DATE RETAIL PRICE 

i ERFECT DARK/NGA cccecessesssssseeeeee NINTEN ICA .MAY 00 vccceeeeeeee 59 
_ i ERIS CAMELS «cB } 4. LEGEND OF MANA scccccscseseeeeeeeee SQUARESOFT vvsesssssssssee JUN 100 seccssesssee $43 
2 sse-POKEMON TRADING CARD/GBC ........NINTENDO OF AMERICA ..APR °00 veeseccceee $25 ee ee ee ae 9 
3 seeeeeee LEGEND OF MANA/PSX punsuccecceusecenens SQUARESOFT sebenceceenenercen JUN 00 Socveccaneeens $43 2 eer 3 Pa. WWE SMACKDOWN! sess ates renee THQ spehatacieciaidtea datermahssadkcaaisd MAR 00 econ es $40 
AP ICLAND SRB swniccanesenivensunnsinsive NINTENDO OF AMERICA ..JUN '00 uu... $28 ae Dus MP Ee OPS waviesatincissinisignitomuisemues TAKE 2 INTERACTIVE......APR OO... eee $10 
5 ..eePOKEMON STADIUM/N64....cc.ceseeeees NINTENDO OF AMERICA ..MAR '00 .......c0 $60 Dh cis iseY cso TOON FILTER 2 seencesananineeneesas OEO STUDIOS searsscsairn MAR "OG scssemsisns $40 
6 ssssse.WWE SMACKDOWNI/PSX «..ccsccseeeeee THO seecccccsccceseecesseccsseeeee MAR °00 cesses $40 5 vsssssni® cesses VAGRANT STORY ..sssscecseeeessesnnsee SQUARE EA .sssssseseeeee MAY '00...sssssssee $41 
7 ssseuTONY HAWK'S PRO SKATER/NG4 ...... ACTIVISION. ...scscsseeensee MAR "00. sesseee $48 Siavaemb socio ALP LESPAL 000, aus mere ELECTRONIC. ARTS sesnesniHAR "OU sxstsers 40 
ey ae ssicecen ints <<. BEE Tox oon som T vccsssseB ccsssSYPHON FILTER. cccccscccccscssesseeeee 989 STUDIOS vee FEB '99 occcccccce $20 
| - 6 vocccee.9 vese.SW EPISODE 1: JEDI KNIGHT.....-LUCASARTS sseccccsceseeeeeee APR ‘00 ceccccesseee $40 
SD srnerstt PEISIN FILTER. pF ss eecercencri SS SUMED trtoome MATE NY irr 9 ocrcee10 ves-GRAN TURISMO 2 c.cccccssssssssssssen SONY COMPUTER ENT. DEC '99.......c.. $40 

10 ....-EXCITEBIKE 64/NO4 sceseccccsssssseeeeeee NINTENDO OF AMERICA. ..MAY '00 ...ssssssee $50 


Source: NPD TRSTS Video Games Service * Mary Ann Porreca 516.625.2345 


Top 10 Portable Videogame Titles 


Ranked on Units Sold 


** Not in The Top 10 Last Week 
Source: NPD TRSTS Video Games Service « Mary Ann Porreca 516.625.2345 


Top 10 Nintendo 64 Titles 


Ranked on Units Sold 


LAST LAST 

WEEK'S AVERAGE WEEK'S AVERAGE 
RANK RANK TITLE/PLATFORM PUBLISHER RELEASE DATE RETAIL PRICE RANK RANK TITLE PUBLISHER RELEASE DATE RETAIL PRICE 
— 1. ....,POKEMON TRADING CARD/GBC ....NINTENDO OF AMERICA ..APR '00 uu... $25 a 4 o.1:PERFECT DARK .....cccsceeeees NINTENDO OF AMERICA ........ N\A) 0 $59 
 ninimsh 2 ......POKEMON YELLOW/GBOV......... NINTENDO OF AMERICA ..OCT '99 .......e $25 © nienions 2 ......POKEMON STADIUM .......... NINTENDO OF AMERICA ........ MAR "00 weeececesee $60 
—_— 3 ......POKEMON BLUE/GBOY ........... NINTENDO OF AMERICA ..SEP '98 uu... $24 3 ...... TONY HAWK'S PRO SKATER ....ACTIVISION voc eeeeteseeeseeeee MAR "00 visseceeeees $48 
5 vecesen 4 ......WARIOLAND 3/GBC.....0.ccccee NINTENDO OF AMERICA ..JUN '00 uu... $28 ee A ccc EXCITEBIKE G4 saessnicsvnsscccsin NINTENDO OF AMERICA ........ CS i eer $50 
5 ......POKEMON RED/GBOY ..........0005 NINTENDO OF AMERICA ..SEP '98 uu... $24 oe 5 MARIO PARTY 2....ccccccceceen NINTENDO OF AMERICA ........ ee $50 
—_— 6 ......SUPER MARIO BROS. DLX/GBC......NINTENDO OF AMERICA ..MAY "99... $29 __— 6 ......SUPER SMASH BROTHERS NINTENDO OF AMERICA ........ APR 199 v.cecececesen $50 
6 ieee 7 .c.,DISNEY’S DINOSAUR/GBC ......UBI] SOFT ..c cece FU ED asc sinie $29 —_——_ 7 vece-GOLDENEYE 007.....c.ccscees NINTENDO OF AMERICA ........ ) | —_— $40 
_— 8 ......POKEMON PINBALL/GBC........... NINTENDO OF AMERICA ..JUN "99 wee $29 ——— 8 ......SUPER MARIO 64 uu... eee NINTENDO OF AMERICA ........ SEP OG sci stcr tars $40 
1.0 s.cec.9 v.20, TONY HAWK'S PRO SKATER/GBC....ACTIVISION...... cesses MAR "OO... $28 BH cancun 9 ...... WCW MAYHEM uuu. ELECTRONIC ARTS .......ecee Sh $23 
** 10....MK & ASHLEY GET CLUE/GBC ......ACCLAIM ENTERTAINMENT ....JUN ‘OO... $29 a 10 ....MARIO KART 64. wees NINTENDO OF AMERICA ........ Fe OT wsaievenveanes $40 


**Not In Top 10 Last Week 
Source: NPD TRSTS Video Games Service * Mary Ann Porreca 516.625.2345 


Top 10 Mac Titles 


Ranked on Units Sold 


** Not in The Top 10 Last Week 
Source: NPD TRSTS Video Games Service ¢ Mary Ann Porreca 516.625.2345 


Top 10 Dreamcast Titles 


Ranked on Units Sold 


LAST LAST 

WEEK'S AVERAGE WEEK'S AVERAGE 
RANK RANK TITLE/PLATFORM PUBLISHER RELEASE DATE RETAIL PRICE RANK RANK TITLE PUBLISHER RELEASE DATE RETAIL PRICE 
comin 1.......BINGO BINGO BINGO/(CD MAC) ......MACSOFT .oecessceseesees MAY "00 veececeecerees $18 — 1... TONY HAWK’S PRO SKATER........CRAVE ENTERTAINMENT MAY '00.......0.2000 $50 
a 2...... TRAITORS GATE/(CD MAC).......-DREAMCATCHER INTERACTIVE ....MAY 'OO ...ceceseeee $20 BS ss ccxtiria 2 ....GAUNTLET LEGENDS.......scecseees Ae re $48 
— 3...... THEME PARK/(CD MAC)... ELECTRONIC ARTS oo... hl $10 St ecinat 3 ....SPACE CHANNEL 5 vccecsescesesees SEGA OF AMERICA ........ i er $42 
I econ 4......MONOPOLY MULTIMEDIA/(CD MAC) ......HASBRO INTERACTIVE......NOV '96......-0e $10 —_—— 4 ......R.E. CODE: VERONICA... CAPCOM USA wees MAR 'OQ..ceseeseeeee $49 
6 ee 5......SIMCITY 3000/(CD MAC) ........ a JUL 99 ieee $49 P siccusisniss 5 wae VIRTUAL ON: ONTARIO...ceeceseeees ACTIVISION ...ssseseeseseseees JUN '00 veeceeeseeeee $49 
a 6......AGE OF EMPIRES/(CD MAC) ....MACSOFT  v..cscececeseceeeeeees JUIN "BS: saiessstersnions $30 . Pree 6 ......7. CLANCY'S RAINBOW SIX ........ RATES wiecrmesce seers ston aree DUA "OD ce snasiin tains $49 
—_— 7 ......UNREAL TOURNAMENT/(CD MAC) ..GT INTERACTIVE .....c..ce.e0 JAN "00 vesveceseeees $49 oe F sca RAAT TOE se iocasa iron ixhivcstes tens SEGA OF AMERICA ........ FEB. OD jcsicanseessier $49 
ee 8 ..... STARCRAFT: BROOD WAR/(CD MAC) ......BLIZZARD .....cecceceseeseereeee ih $20 _—— 8 ccNBA QK vcccsccscsssscssssssssseesseseeseees SEGA OF AMERICA ........ NOV 99 vee $37 
10 veece.9..s-RAINBOW SIX/(CD MAC) ......00-. MACSORT asvvesesixescomesso NOV 99 vee $49 __—_— 9 ......SONIC ADVENTURE.....c.cscecceeee SEGA OF AMERICA ........ SEP 99 occ $37 
** 10....ALPHA CENTAURI/(CD MAC) ....ASPYR MEDIA .......cseeees FEB "00 vececesceseen $49 (a 10 ....STREET FIGHTER ALPHA 3.......... CAPCOM USA uv. MAY "00 .eeeseeseeees $43 


**Not In Top 10 Last Week # Introduced Before April 1995 
Source: NPD TRSTS Video Games Service ¢ Mary Ann Porreca 516.625.2345 


**Not In Top 10 Last Week 
Source: NPD TRSTS Video Games Service * Mary Ann Porreca 516.625.2345 
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Top 20 Entertainment Software Titles 


Ranked on Units Sold 


LAST 

WEEK’S AVERAGE 
RANK RANK TITLE/PLATFORM PUBLISHER RELEASE DATE RETAIL PRICE 
Letepre. 1 ...... THE SIMS/(CD W95/W98) 00... ATS meccnsicqns ses taste ac.) $40 
2 ......WNHO WANTS TO MILLIONAIRE 2/(CD W95/98/M) ......DISNEY INTERACTIVE. ...... MU “Os cossnoeea $18 
A ceeeed veeee VAMPIRE: MASQUERADE REDEMPT. /(CD W95/98)...... ACTIVISION v0... ceeceeees DU QD ches sects $42 
Wareiva 4 ......ROLLER COASTER TYCOON/(CD W95/W98)....HASBRO INTERACTIVE ..MAR '99 .......... $30 
FF cece eoeseeVAMPIRE COLLECTORS EDITION/(CD W95/98) ....... ACTIVISION ..ccccccssescscees I ID) ais saveses $53 
we 6 ......SIMCITY 3000 UNLIMITED/(CD W95/98) ...... PAPIIES tairdtaricsciseniaenesenes RAY WO wiwiesninnes $36 
— i MOTOCROSS MADNESS 2/(CD W95/98) ...... MIGROSOPY sscsccvsinssnes PY TOL) sins adion omep $40 
ee 8 .....SLOTS/(CD W95/W98/MAC).......... MASQUE PUBLISHING ..NOV '99.... $13 
Piawias Q ......EVERQUEST: RUINS OF KUNARK/(CD W95/98/2K) ....989 STUDIOS noses. i.) $40 
12 ......10 ....ROLLER COASTER TYCOON:CORK/(CD W95/W98)...... HASBRO INTERACTIVE ..NOV '99............ $20 
10......11 ....AGE OF EMPIRES II/(CD W95/W98)......MICROSOFT uu... BP Ee sa sesiaeces $45 
11......12 ....SIM MANIA PACK/(CD W95/W98) ........ ELECTRONIC ARTS ...... i.) —— $19 
** os seeL3 ....SIM THEME PARK WORLD/(CD W95/W98) ....ELECTRONIC ARTS ...... ne $31 
13......14 ... RAINBOW SIX: URBAN OP./(CD W95/98) ...... REDS TORI s sssssasecne sas Co 0) $19 
t ania’ 15 ....DAIKATANA/(CD W95/98) .........0000 EIDOS INTERACTIVE ....MAY ’00.........00. $32 
16 ......16 ....WHO WANTS T0 BE MILLIONAIRE/(CD W95/WNT) ......DISNEY INTERACTIVE....NOV '99............ $19 
15 ......17 ....STAR TREK: ARMADA/(CD W95/W98)....ACTIVISION v.cccccscsceccece MAR '00 ua, $47 
18 ......18 ....GALAXY OF GAMES RED/(CD W95/W98) ...... co) a) $10 
soe LQ ... NEED FOR SPEED: HIGH STAKES/(CD W95/W98) ...... ELECTRONIC ARTS ...... UC $17 
14 ......20 ....MS FLIGHT SIMULATOR CLASSIC 98/(CD W95) ........ UIGRISUIPT sasiessiceesi ins 0) ie: 2 $12 


**Not In Top 20 Last Week 
Source: NPD TRSTS Video Games Service « Mary Ann Porreca 516.625.2345 


Top 30 Interactive Entertainment 


Softwa re Pu blishers Based on Units Sold 
LAST WEEK THIS WEEK PUBLISHER LAST WEEK THIS WEEK PUBLISHER 
—_— c—_— NINTENDO OF AMERICA I raitenna | MICROSOFT 
1 BP euketrcetaie ELECTRONIC ARTS i: ee A seaeiaias DISNEY INTERACTIVE 
Dimas iannmenatparn pateene SONY LF anmans TE ost ateetimamaniteseas CAPCOM USA 
| ee ee ACTIVISION ne it. KONAMI OF AMERICA 
ee P aiecmiidineimeatmmiesteny: HASBRO | Be atdenomuinehdstnses: LUCASARTS 
—_——— rachel reatic INFOGRAMES | 21..INTERPLAY PRODUCTIONS 
P scereria: iT pucmtisonsmnnmierrenaudeaes HAVAS ee ee FOX INTERACTIVE 
‘) SD keasnivatccommnmaieimanss MATTEL a 23 ....CRAVE ENTERTAINMENT 
DS vshmenines Q ..ACCLAIM ENTERTAINMENT AT wnstnnte a SEGA OF AMERICA 
PPccisienlil ES srcpaperepnennaicutpintnanesantcxtis THQ ke Oo suacunesemene SQUARE EA 
re 1, errmantn eneiticiecsdaeetenennte MIDWAY a sine a SQUARESOFT 
~ Le examina EIDOS INTERACTIVE a 2 ee eee UB! SOFT 
‘ — | a NAMCO | ee A ee RED STORM 
Lc Or ee TAKE 2 INTERACTIVE . ee ae ne ee EGAMES 
! BS seinapseans THE 3D0 COMPANY SS — | ee ra VALUSOFT 


**Not in Top 30 Last Week ¢ Source: NPD TRSTS Video Games Service e Mary Ann Porreca 516.625.2345 


MARKET TRACKING REPORTS 


VATICAL 


ENTERTAINMENT 


Top 25 Videogame Titles 


Ranked on Units Sold 


LAST 

WEEK’S AVERAGE 
RANK RANK TITLE/PLATFORM PUBLISHER RELEASE DATE RETAIL PRICE 
a dhewanyak EAU eke) WARY NC csinssrstnesat NINTENDO OF AMERICA ..MAY '00 .......... $59 
2 ......POKEMON TRADING CARD/GBC......NINTENDO OF AMERICA ..APR '00 eccscssesese. $25 
Scenics 3......POKEMON YELLOW/GBOY ........ NINTENDO OF AMERICA ..OCT ’99 wow. $25 
MF naib vases LEGEND OF MANA/PEX si ccnnicness S00 S00 ere JUN IO! eee ssmean we $43 
12 ......5......POKEMON BLUE/GBOY ............ NINTENDO OF AMERICA ..SEP "98 uw... $24 
io doveeerl otFETA | /a84(6]0-\\|D 8G) AC]s| Oona NINTENDO OF AMERICA ..JUN ’00 uo... $28 
DS camins 1 ...4.. TONY HAWK'S PRO SKATER/PSX ....ACTIVISION uc.ceeeeeeeeees SEE” OE! neapensientanss $37 
t cane 8 ......POKEMON STADIUM/N64 ........ NINTENDO OF AMERICA ..MAR ‘00 wu... $60 
Doatanes 9 ...... WWF SMACKDOWN!/PSX.......... a MIA QO sxaicaieresrcnss $40 
13 ......10....POKEMON RED/GBOY ........c..... NINTENDO OF AMERICA ..SEP '98 wow. $24 
Panne 11... TONY HAWK'S PRO SKATER/N64....ACTIVISION voices. A OO ives ives ices $48 
DF inixmera Se nett EAs OPO Ov sis sensswescinn iene TAKE 2 INTERACTIVE........ PET MOD scsstsanace ween $10 
' Sec O Ur TINS FILLER PERN. aii sears ans FOS OUNONIS ssmnsawrgesras MAR OO cisicesinesaae $40 
19 ......14....SUPER MARIO BROS. DLX/GBC NINTENDO OF AMERICA ..MAY '99 oo... cececes. $29 
Tels cies yoda EU, ped NO somes saesanceves NINTENDO OF AMERICA ..MAY '00 wu $50 
14 ......16 ....TONY HAWK'S PRO SKATER/DC ....CRAVE ENTERTAINMENT ..MAY '00 .....ceccceee- $50 
1D cscessdl vice VAGRANT STORY PSX scnssnvisia cs PTI Fo wetsreacior depaapis MAY "OUP sce: ati vnaesi $41 
OU sieresinkscsel RIPLE. PLAY ZOOL IPSN cass toes ELECTRONIC ARTS .......... MAIS WD) scurcnssencan $40 
US nites ees WTO PL FILLER PtP consis innersinns 8S SUUDNOS: sue sdatimerones i: $20 
15 ......20 ....SW EPISODE 4: JEDI KNIGHT/PSX ..LUCASARTS ..ecccccscececeseee. BPI Os cuiscservunses $40 
21......21....GRAN TURISMO 2/PSX .o.cececes, SONY COMPUTER ENT. ....DEC '99 wo, $40 
17 ......22....DISNEY’S DINOSAUR/GBC ...... Meh 02 Se are IU OU) cs sinsaun see $29 
Ze seston Distr MLE BOWIE, 05sec inesvneenenivens Ee STUDIOS scoienscesnemsnieervne DARE UL passe aensoaed $40 
** |....24....POKEMON PINBALL/GBC.......... NINTENDO OF AMERICA .JUN '99 ........ $29 
23 ......25 ....CRASH BANDICOOT WARP/PSX ......SONY COMPUTER ENT. ..NOV 98 vo... $19 


**Not In Top 25 Last Week 
Source: NPD TRSTS Video Games Service * Mary Ann Porreca 516.625.2345 


Top 10 Videogame Accessories 


Ranked on Dollars Sold 


LAST 

WEEK’S AVERAGE 
RANK — RANK ACCESSORY/PLATFORM PUBLISHER RELEASE DATE RETAIL PRICE 
| 1......MEM EXPANSION PACK/N64 ....NINTENDO OF AMERICA ..NOV 98 uuu... $30 
wee ce 0d) INTERACT ACCESSORIES SEP '96 wu. $10 
— 3.....MEMORY CARD VALUE PK/PSX INTERACT ACCESSORIES DEC '95 ......-.00..:. $10 
_ A esse RFU ADAPTOR/PSX uoocccecceseeees INTERACT ACCESSORIES JUN ‘97... $13 
Paes D......VISUAL MEMORY UNIT/DC........ SEGA OF AMERICA .......... GP Ee massieriincens: $25 
i 6...... MEMORY CARD/PSX ..........ceee SUNY COMPUTERENT., .tSEP "OD sescesauwaivee $15 
ee 7... MEMORY CARD 15X/PSX.......... PUY SPI see coasters rte aa sa 0) $10 
Oe seat 8......GAMESHARK CDX/DC uo... INTERACT ACCESSORIES JUN ‘00... cece $49 
1 9...... MEMORY CARD 2X/PSX.........0. INTERACT ACCESSORIES JUN "98.0.0... $15 
ae esas 10....ICE CONTROLLER/N64 ............ NINTENDO OF AMERICA ..MAR '00 .........0000. $26 


**Not in Top 10 Last Week 
Source: NPD TRSTS Video Games Service ¢ Mary Ann Porreca 516.625.2345 
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INDUSTRY INFORMATION 


Game Rentals e Calendar of Events e What’s Hot 


VIDTRAC’s Top 25 Renting Games 


For the week ending June 11, 2000 


Game Turns Nat'l 

Rank Label/Title Publisher Street Date (Thous) 

es NGA PPEPTCCE DEI aii ccs anretons ai saceni annie nema Pes 2 etre a meneame May OD xcvsanie 20G.03 ssnss 
: NEA /PORSION STACHIIT sncsncsennraecnsne cntarnnnairens Pea PCL TT RI ac cr-nic anstsnivoremsenius eicimnsts amino iewdenn tabi eae MIE OO ademas Pioal sexes 
a GA FEMCICDI RG G4 sccsuninsnnrienanrsnsnemimarnenasnenvas ACT Fe Oe secrvac rs cxcces arian seaweinstsninens etnormranate May "O08 cascrsesnes SSO seisacas 
| N64 Tony Hawk's Pro SKEET ....rcrsrssvnensenenee PE xcttp enartereecick re mii ENS (Lt 0 ‘el 
ee NEA PMT PEI 2 i wes ercenircwsacinsinesiesiceunememikaanunnin Ure OF OE os carves xxmecieven ten deenireetcrienintaahiovabiares ore oh 2 
__— ety PG Fe ss co: css aris ewes sets ded cana en opi IO a annanousericarenweneanvemmmanetnsoin ee DIA eiwese 
P cecensenoes POs SCM GOWNT scnuws sever ianseapseemsupricermimndan TCO ile witidy ANN mba dte ue GoUbMiRA ens NE 6.6 re DO? wim 
Swen iennvniter PS/Star Wars Episode 1: Jedi Power Batt ...... Lieas Arts Entertainer UN. sss ceviscisaver eve nreniasanurs POD sc iteasemces BOL 2S: ssuans 
or NG64/Super SIGS BIOS, cc coresnssenssearesiecensanees PEGS GT PIT BE. xrsnnunsniais ooninsceimnenivananveins ya yccneicaevatsienn Bot “OS sninwmesarss ci 
er N64/Army Men Sarge’s Heroes .........ceeeeeeee ST PI vo xissasets tn varciecvuysir ih ten pany dniia tebaensiats i ASE acconss 
TT sas teceiatind N64/WWF Wrestlemania 2000 ............0..::e DUET IR Vite ecinucueicistatene ahlancgreun hams rae etre ie ei canneici dake <a AA): scsaisce 
ree PS Grand) TEI AUG 2 seissieraseweanspentsinempraaewse RO ear ae pier ecicsh te mieesinminanieeimareiee i, aS re SOLED swswes 
i N64 fAll-otar Baseball ZOOL csisinisieswaresasensnnas FSIS: EMRE iI cin: vevincne sores vareruninnse var erverwaianiw Rl aE OD sccsxiweiens oe | ae 
 —— PS TONY Hawk's PIO SKATE! cnnssnmsaansncxs soci PCTS IO wicesnncaierniteressh tasks soninieaniiannsnesxoveioavernsshsciesatachimnme inte a 2) 
a Lor bile ale oe: ee Pet WU wcncucvess LL? amas 
‘a e PS Army MGR: WOH WAP scene scecnsoreumnaernens . 80. (a am Mar '00............ ci. 
| Pee nies 2 «rd eerensien RARE eeetenene Se ea IN ech sm etn int saree eaves ees ender eniaictnenatdeuetiuatinae res Ue) ee ZOTSE secnssus 
i‘, N64/Rainbow Six: Tom Clancy's ....... cee GOUPIDOR NTETACTIVE sr scrncsesesimene se ranexvevinveccnins wisenoeiwss Nov '99........06. 2 
NGA /DOMKBY FONE OS ancarnswrscnnrnninnrmescnmsnrs nis SEIS CT UTC, ve cntanencncameceionssne denceduentinvaen danexumersinars ee!  — 
5 DC Slory Hawk’ S PHO SATE cas cnseccnverereciarsou PIS EAPSTIATITIONE so arcessrsacsernenerinrieisnantemnameres eoreteinnomni MAG UD sitnccimsse ‘| 
Bes veces tex esseece taste noe ersamoesevincnoieme nainarieassen CNP ICU CLE. on ae ee rears ie Pe wins 
‘ne PS/Need for Speed: Porsche Unleashed ........ Te es ecaanse ws asivry ce Sa Ca arnt esis saath pe aon amr aes sige 6. een Zac) annseiun 
‘a Poe OOO IGVER ISS» cxieninraninniamainis qunienein FT ie re, eaere tus ore arcweanry aatpeay ain arsouananaaian vain oe BENE sccsusis 
er N64 /Jeremy McGrath Supercross 2000 ........ PROT RSP TS ATEN ies sus asses seoncrnerxchicrnn deme since tniden opi Cc. ZO28 vasimys 
 ——— Py IOI aL OF FOTGT sas tricccdivcanasinreuerersanesesiciens Seen. ih a tS) 


Rental Index shows the relationship of game titles against the top renting title. 


Store: FuncoLand #200 « Daly City, Calif. ¢ June 12, 2000 


What’s Hot... What’s Not... What’s Surprising... 


1—Perfect Dark 1—Urban Chaos 1—Shortage of PlayStation 
Rare for Nintendo 64 Eidos for PlayStation hardware 
2—Pokemon Trading Card 2—Kurt Warner’s Arena Football 2—N64 Expansion Pak 


Nintendo for Game Boy Color Midway for PlayStation Perfect Dark 7 


3—Tony Hawk’s Pro Skater 3—WMaken X 
Crave for Dreamcast Sega for Dreamcast 


As we approach the traditionally slow summer period for the videogame industry, retailers like this local FuncoLand in Northern California are 
reporting that on the whole, demand for games have declined somewhat compared to past months. In particular, Assistant Store Manager 
Terrance James says there’s been a surprising lack of interest in Dreamcast software and hardware. 
“Except for Tony Hawk's Pro Skater, many of the recently released Dreamcast games are not selling,” said James. “And the same goes for 
DC hardware systems. In this store anyway, our customers still prefer PlayStation and Nintendo 64,” he added. ey 
On the PlayStation front, James points out that Urban Chaos and Kurt Warner's Arena Football have been surprise duds, garnering Urba " Flares 
very little interest from consumers. 


$961.07 
$400.42 
$370.23 
$340.95 
$259.49 
$248.33 
$234.80 
$223.75 
$213.91 
$182.47 
$172.64 
$158.96 
$145.48 
$141.42 
$139./2 
$136.30 
$131.74 
$128.08 
$125.62 
$119.25 


Overall, Perfect Dark, Rare’s incredible N64 shooter, continues to be tremendously popular with shoppers. “We received an initial shipment of 100 pieces and we've already 
sold through 60,” explained James. On the downside, however, he added that they could sell a whole lot more Perfect Dark games if the N64 Expansion Pak (which is need- 


ed to play the majority of the game) weren't in such short supply. 


Apparently, the same availability problems that plague Nintendo also hold true for PlayStation game consoles, as Sony's inability to deliver sufficient numbers of hardware units 
continues to haunt the retail community. A disappointed James points out, “Like some of the other retailers around here [Target, Toys “R” Us], we just can’t get enough supply to meet demand.” 


Calendar of Events 


July 


8-10 VSDA 
Las Vegas, Nev. 
www.vsda.org 


19-21 JEMA Executive Summit 
Orlando, Fla. 
Wwww.executivesummit.com 


29-30 Classic Gaming Expo 
Wwww.cgexpo.com 


August 


25-27 Nintendo Space World 
www.nintendo.co.jp 


TBD Best Buy Charity Dinner 
www.bestbuy.com 


TBD Hollywood Video Vendor Meeting 
www.hollywoodvideo.com 


September 


3-5 ECTS, London 
www.ects.com 


5-8 Retail Vision, Orlando, Fla. 
www.retailvision.com 


TBA  KeB Vendor Golf Event 
www.kbtoys.com 


12-13 Digital Kids 2000 
San Francisco, Calif. 


www.jup.com 


14-16 Fun Expo 
Las Vegas, Nev. 
www.funexpo.com 


TBA = Babbage’s Manager Show 


26-28 East Coast Video Show 
Atlantic City, N.J. 
www.ecvshow.com 


October 


23-27 Fail Internet World 
New York City, N.Y. 


TBD _ EB (Fall) Vendor Show 


November 


13-17 Comdex Fall 2000 
Las Vegas, Nev. 
www.comdex.com 
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Making Money with Online Gaming 


Independent matchmaking services look to e-commerce, advertising for business model traction 


By Paul Palumbo 


online (those not affiliated with publish- 

Ing operations, such as Heat.net, 
Battle.net and Internet Gaming Zone) are 
coalescing around two business models: 
advertising and e-commerce. A study of two 
indies—Internet matchmaking pioneer 
Kali.net and new comer Gameburst.com— 
illustrate the market’s evolutionary trek, 
and how the business of online gaming is 
changing as more gamers get connected. 

The Internet has also blossomed as a 
content destination, and there are over 
hundreds of destinations were gamers can 
play games, and exclusives (with the excep- 
tion of Shockwave.com) are rarely part of 
the mix. Kali.net, the grand old matching 
service of the Internet, is a profitable busi- 
ness that was started five years ago by Jay 
Cotton as an “evening project.” It has 
attracted over 275,000 registered users 
since launch (each paying a lifetime mem- 
bership fee of $20) to become part of the 
community, worth about $5.5 million in 
gross receipts. Cotton remains president of 
Kali, along with a staff of six programmers 
and service support people, but in March of 
this year, the company sold a majority stake 
to Korean-based BE-Tech, which signaled 
the beginning of the end of the flat fee ser- 
vice, and a move toward a business model 
based on advertising and syndication. 

“It’s getting tougher to make money now. 
We're one of the only services to charge 
anything at all. Everybody else has a free 
service, from Heat.net to Battle.net,” 
explained Cotton. “The reason we still suc- 
ceed is because we provide an environ- 
ment, community and group of users that 
have been playing Internet games here 
longer than any other site online. That’s our 
advantage, and nobody else can take that 
away.” Another key point is that Kali has 
written custom code for a number of games 
that weren’t intended for Internet game- 


fesinec game matchmaking services 


play, or the type of play users want. The Kali 
code is also customized for play across a 
number of network environments. 


ADVERTISING AND SYNDICATION 
Cotton says that Kali is going to shift 
more toward an advertising model, possi- 
bly as early as 2001. “It’s hard to deny that 
advertising is a money-maker, says 
Cotton, adding one caveat: “We don’t 
want to get into the advertising sales 
business, but rather, partner with the 
sites that do that and have an advertising 
base.” Selling a majority stake to BE-Tech 
will enable the tech people in Athens, 


width for gameplay. Instead, Kali runs chat 
servers. All the games on Kali are played in a 
Peer-to-Peer Mode, hosting a group of two 
to eight players. The gamers communicate 
through clients, and not through Kali game 
servers, which cuts down dramatically on 
bandwidth costs. Including servers in Kali’s 
central tracking system and central game 
server, the company is running about 120 
servers and uses but one Tl connection, 
supplied by CommStar in Atlanta. These are 
primarily chat servers. 

“I wrote everything to run without me pay- 
ing for anything. Even if no money came in, 
the system could support itself. The end 


“The market place is changing... 

Down the road, software product will be avail- 
able through a download model. We want to 
capture loyalty right now, and grow right along 
with the game download business.” 


Steve Reed, president of ZapYou.com 


Georgia, to focus on development and pro- 
gramming, while the business relation- 
ships will be handed over to BE-Tech. “This 
company has connections all over Silicon 
Valley and most of the Asian markets, which 
are growing dramatically,” said Cotton. 


NETWORK CODE MASTERS 
AND LOW BANDWIDTH COSTS 
A big reason why Kali.net has been able to 
grow and keep costs low is the nature of its 
networking code, and its business approach. 
“The worst thing that can happen at this point 
is that we start running out of new cus- 
tomers. We're at a break-even rate right 
now, he said. Kalinet does not run 
dedicated servers that require a lot of band- 


user 1s handling all bandwidth and network- 
ing costs,” noted Cotton. ATI can range from 
$1000-$2,500 per month, and that’s a flat rate 
deal. Dividing $2,500 by 30 days ($84/day) and 
then 24 hours ($3.47), Kali’s bandwidth costs 
are averaging about $3.47/hour. There were 
about 800 gamers on the Kali service at 12 
Noon PDT. Peak usage is about 2,500, which 
takes place around 10 p.m. EDT, and that’s 
without any syndication reach, so the compa- 
ny has a low enough operating cost structure 
that BE-Tech should be able to drive enough 
ad sales revenue to cover costs and more. 


THE E-COMMERCE APPROACH 
ZapYou.com (a wholly owned unit of GTR 
Group) is running Gameburst.com, a recently 


man c 


ta li new s 


launched matchmaking service with 
games like Unreal Tournament, Quake I 
and Quake ///. Gameburst.com is a free 
matchmaking zone to aggregate players, 
and then use that gamer audience against 
which to promote the e-commerce sites 
the company develops private label e- 
stores for. GTR Group is a publicly traded 
company on both the Toronto and NAS- 
DAQ exchanges, and is a distributor of 
game product and hardware peripherals. 
For the past fiscal year, GTR Group made 
revenue of $105 million and EPS of 
$0/13/share. 

“The market place is changing, and we 
need to respond to change,” says Steve 
Reed, president of ZapYou.com. “Right now 
we sell a lot of PS software at retail, and we 
are beginning to sell games online. Down the 
road, software product will be available 
through a download model. We want to cap- 
ture loyalty right now, and grow right along 
with the game download business.” 

The games on Gameburst.com are 
played in a peer-to-peer environment, but 
they are hosted on gameburst.com 
servers, and there are bandwidth costs 
absorbed by ZapYou.com. With Unreal, for 
example, about 20 users on one server cost 
about $400 per month. That’s one server, 
serving 20 players. That’s for 20 continuous 
users playing all the time. 

Based on early data, traffic directed to 
game commerce sites developed by 
ZapYou.com and dedicated to commerce 
result in a conversion rate (those gamers 
actually opting to make a purchase) of about 
10%. On other sites that host game content, 
or information about games in addition to 
commerce, the conversion rate is about 1/2 
of 1%. Gameburst.com is going to add one 
server per month, for the next six months, 
while continuing to aggressively partner to 
provide private label e-storefronts. “We 
don't want to lose sight of our objective, 
which is to sell games,” says Reed. “We will 
evaluate everything as we go along.” GW 


newsbits 


Bandai Plans Big Gundam Push in U.S.— 
Next month, Bandai Entertainment Inc. will 
launch a full-scale marketing blitz of products 
based on the Gundam television series in the 
U.S., including an expansion of the lineup of 
character goods prior to the new school year 
starting in September, the company said 
Tuesday. The company will begin by expand- 
ing sales of model kits in July. The strategy 
also calls for releasing several new products 
later in the fall and signing licensing agree- 
ments with firms that want to sell T-shirts, 
skateboards and other items featuring char- 
acters from the show. Gundam kits are cur- 
rently available in Southern California and 
several other areas through a promotion with 


Toys “R” Us Inc. New versions of the Gundam- 
W-Endless-Waltz kit will be imported from Japan 
and released in the fall at suggested retail prices 
between $6 and $40. The company is projecting 
Sales of 1.5 million kits for 2000. 


Nintendo to Ship Milestone GB—Nintendo 
has announced that it expects to surpass the 
100 million-unit mark of Game Boys shipped 
worldwide on June 16. Game Boy was intro- 
duced in 1989, and has since gone through 
various upgrades, enhancements and cos- 
metic changes. According to Nintendo's fig- 
ures, the system has sold on average 1,000 
units per hour for the 11 years it’s been out, 
and the handheld has a higher than 95% mar- 


ket share in portable videogames. The overall 
numbers are bound to increase when Game 
Boy Advance is introduced-later this year in 
Japan, followed by a 2001 release in the U.S. 


Gigex Trailers on Handhelds—Gigex.com 
and PacketVideo have just announced an 
agreement to test the delivery of videogame 
demos and trailers over wireless networks. 
PacketVideo has developed standards-com- 
pliant MPEG-4 software that enables the dis- 
tribution of video over wireless networks. As 
part of the trials, Gigex.com will provide 
game-related content for delivery to wireless 
devices. According to Mark Friedler, CEO of 
Gigex.com, “We think PacketVideo's wireless 


multimedia solutions are the next logical 
step to extending the broadband entertain- 
ment experience to high-quality wireless 
devices. We strongly believe this will soon be 
a big hit with game publishers and our core 
users.” “Working with Gigex.com to trial 
videogame ‘trailers’ is the first step towards 
developing actual full-fledged wireless 
videogaming,” said Robert Tercek, president 
of PacketVideo's Programming Division. 
PacketVideo has also announced alliances 
with leading device and silicon designers 
and manufacturers to develop hardware uti- 
lizing PacketVideo technology, including 
Casio, Compaq, Intel, NEC, Sanyo and Texas 
Instruments. 
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Oniy Serious Gamers 
Need Apply - 


Database Administrator/Programmer: 
e Two or more years of experience in 
database design and development 
¢ Two or more years of administrative experience 
¢ SQL, MS Access, VB, and /or C/C++ experience required 


¢ Macola and Crystal Report experience a plus 


Senior Programmer: 
¢ Two OF more years experience in 
programming C/C++ or assemble language 
¢ Experience in writing software for embedded systems. 
¢ Past game experience is required 


Digital Artist/Animator: 
¢ Create graphics and animations for 
PlayStation2, PC, Coin Op Video Games. 
e Must have knowledge of 3D Studio Max and Photoshop 


¢ Required Skills include: modeling, texturing and 


animating backgrounds/characters 


Programmers send resumes: 
resumes@itsgames.com 


Artists must send resumes and demo [apes: 
Donna Lucania/Art Director 


Incredible Technologies, Inc. — ae 
1600 Hicks Road —_ Zs 
Rolling Meadows, IL 60008 

www.itsgames.com 


in your dream city 
with a boss who wants you 


to have a life outside the office. 
Or go to 


dice.comand Cc >» 


actually find one. 


High tech jobs online 


170,000 high tech jobs, including your next one. 


NASDAQ: EWBX As 


The V-BOX lets the N64, PlayStation 

or Dreamcast work on your computer 

Monitor. Also connects with your VCR, 
DVD player or Camcorder 


¢ 24 bit true color video 

¢ No need to adjust brightness, 
contrast, hue, or saturation 

¢ Switch from NTSC/PAL automatically 

e Change modes with one simple switch 


Please visit our web site: 


or call us toll free at: 888-666-8370 


Email address: sales@z64.com 


Frederick U. Fierst, Es 


Development of 
Entertainment 
Properties and 

Ancillary Rights 


Fierst & Pucci LLP 


64 Gothic’Street 


Nonigempeon, & 
01060, USA 
Tel: (413) 584-8067 . 


E-mail: 


Fierst@ént-att wom y . 


You should be advertising in the 


WEEK Marketplace and 


Classified sections. Call Suzanne Chamberlain @ 203.761.6186 
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Is 


The Edge 


Disc Repair Machine 


¢ Resurfaces 2 Discs 


e Game Displays & Fixtures 
e P.0.P Displays 


e CD-DVD Browsers in 3-6 Minutes 

e Modular Storage Cabinets ‘ wie bed raed 
e Custom & Stock Signs cask ante : 
e CD Repair Systems Your Own Store 
e Security & Surveillance Systems — . 00 = * Works On Most 
e Free Store Planning _— 399 CD Formats 


Call For Free 162 Page Idea Packed Catalog (Please Ask For Code #714) 


SPECIALTY STORE SERVICES * 1-800-999-0786 


NIGHTLIFE VIDEO GAMES 


A DISTRIBUTOR OF NEW & USED VIDEO GAMES 


Trading 
Cards 


Posters Pie, soit ‘ ; 


NINTENDO 64 * PLAYSTATION « COLOR GAMEBOY 
POKEMON & STAR WARS MERCHANDISE AVAILABLE 


(201) 498-1440 + Fax: (201) 498-1474 


Back To 
School 


Videos 


KNOW IT ALL 


GAME SERVICES DIRECTORY 


Masco Distributors * 323-581-8118 
Mecca Electronics Industries * 212-691-0782 
Microware Distributing * 800-346-8956 
Navarre ¢ 800-728-4000 
Nightlife * 800-543-9427 
Phase Il * 800-421-4263 
Pioneer * 818-908-0800 
S&l Marketing * 213-624-1662 
Star Gate Software * 800-560-5449 
SVG Distribution * 310-661-3000 
Tech Data * 800-237-89 
Tommo * 626-839-8759 
United Game Source * 800-249-0307 
U.S. Games Distributors * 310-475-7915 
U.S. 1 Distributors * 305-477-3388 
Vast Inc. * 215-953-8300 
VLM 
Entertainment Group, Inc. * 800-232-0522 
Westside Group * 905-564-7283 
WIT Distributors * 305-507-0851 
Z Best * 888-777-9230 


@ CREDIT SERVICES 
Park Avenue TransGlobal 
Financial Services ¢ 818-712-0000 


@ DISTRIBUTORS 
About Time Inc. * 956-723-1198 
Action Software * 440-942-9091 
Action Zone * 818-701-7474 
American Software & Hardware * 800-998-2743 
BRE Software * 800-431-4263 
California Video Games * 213-622-2540 
CompuExpert * 949-609-1677 
Diamond Comics * 800-452-66427 
Ditan Distribution * 888-463-4826 
Eagle Entertainment Inc. * 800-923-2453 
Electro Source * 323-234-9911 
Florida State Games * 800-343-4263 
Game America ¢ 714-761-9571 
Game Mart ¢ 818-788-2900 
Game Tech Marketing * 818-345-3675 
Game Tronics * 323-277-3940 
Ingram Entertainment 800-621-1333 
Jack of All Games ¢ 513-326-3020 @ IN STORE/THIRD PARTY MERCHANDISING SERVICES 
MacMillan Software * 317-581-3050 Certified Marketing Services * 518-758-6406 
Manchester Games ¢ 213-627-7259 National Marketing Services * 908-757-9300 


WANTED 


WE BUY GAMES FOR CASH 


NEW & USED HARDWARE 
SOFTWARE e¢ ACCESSORIES 


GAMEBOY e SUPER NINTENDO 
SEGA SATURN e PLAYSTATION 
N64 ¢ DREAMCAST 


MANCHESTER GAMES 


Tel: (213) 627-7259 © FAX: (213) 627-8083 
pacgames@gte.net 


@ Video 2000 
@ Video Shoppe 


@ Video Deluxe 


Your Choice 


for Oalue 


Free Working Demo 


With three programs 


e Easy to Use to choose from, VMT 
¢ Windows, Dos, Software has the pro- 
Novell 


Rentrak Compatible 9'am to fit your needs. 


Payment Plans 
Unlimited Inventory 
Unlimited 
Customers 

Price Specials 
Photo ID available 


1-800-457-7818 


Complete Software From $199.00 to $1595.00 


VMT Software — Since 1989 - Visit us at www.vmtsoft.com 


AUDIO - VIDEO, INC. _ 
223 EAST 9TH STREET @ LOS ANGELES. CA 90015 


2-Best Audio & Video 


WHERE YOU CAN FIND 
PSX ¢ N64 ¢ SNES « Gameboy 
Accessories at the best prices in town. 


We specialize in hard to find games. We buy used games. 
Give us a Call toll free at 


(888) 777-9230 © P(213) 627-1236 


F(213) 627-3381 


M@ RETAIL SERVICES 
Brandons Video Game Exchange * 614-870-3390 
GameTrace * 800-669-4827 
JD Store Equipment ¢ 800-433-3543 
JFJ Disc Repair * 818-908-9904 
Mr. Video * 800-432-4336 
Pinnacle Infotainment * 800-776-1605 
Speciality Store Services * 800-999-0786 


PR & MARKETING SERVICES 
Abrams Creative Service * 818-343-6365 
KMorris PR © info@kmorrispr.com 


M@ SOFTWARE MANUAL PRODUCTION 
Mars Publishing * 800-549-6646 


@ SOFTWARE MANUFACTURING SERVICES 
Americ Disc. Inc. * 704-482-8299 


@ TRADE ASSOCIATIONS 
Academy of Interactive Arts & Sciences ¢ 310-441-2280 
Amusement & Music Operators Assoc. ¢ 847-290-5320 
Computer & Electronics Manufact. Assoc. * 703-907-7600 
Computer Game Developers Assoc. * 818-548-5047 
Entertain.Software Ratings Board * 212-759-0700 


| 


(800) 431-GAME (4263) 


| mC 
. Starter ie 
= 
'-, Package ©€©-. | 
| PlayStation 25 Games $375 PlayStation"! 


PlayStation Games $8 


' Dreamcast 
Starter 

| Package 
! 15 Games $400 
| 


BRE Software 


www.bresoftware.com/wholesale 
(800) 431-4263 FAX (559) 432-2599 
4 E-Mail: wholesale @ bresoftware.com 


| 
| 
| 
| 
| 
| 
| 
Dreamcast... ! 
| 
| 
| 
| 
| 
| 
| 


Game Robot™ 


Looking for Game Trading Software? 
Why not add a Video Game Trading Store 
in your existing location. 


Game Trading Software | 
¢ Proven Money Maker e | 
¢ Over 5000 Game Titles in the Database 
¢ 180 days of Tech Support ¢ 
¢ Windows 98 Compatible ¢ 
¢ Easy to operate 


877-338-0136 


Mammoth Entertainment, Inc 
Call for Demo Disk 


WHERE CAN VOU GET VIDEO GAMES 
FOR $12.00 & $13.00 A MONTH??? 


PHASE Il 


THAT'S WHERE!!! 


N-64ePSX*DC*GAMEBOY ACCESSORIES 
We also offer resurfacing 
for Compact Discs - Any Format 


(800) 421-4263 or FAX (228) 475-3762 
hatams@datasyne.com 


European Leisure Software Publishers Assoc. * 011-1386-830642 
Interactive Digital Software Assoc. * 202-833-4372 
Interactive Entertainment Merchants Assoc. * 203-761-6183 
International Assoc. of Amusement 

Parks & Attractions * 703-836-4800 
International Game Developer's Network * 512-249-8592 
International Licensing Industry 

Merchandisers' Assoc. * 212-244-1944 
Automatic Merchandising Association * 312-346-0370 
Recreational Software Advisory Council * 202-237-1833 
Software Publishers Association * 202-452-1600 
Video Software Dealers Association * 818-385-1500 


@ USAGE METERING 
Aegisoft * 301-527-6111 


To be added to our 
Game Services 


Directory, please call 
203.761.6186 
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WIGS ROCKS YOUR SHELVES THIS JLINE! 


“For the first time in years, here's a shooter that really kicks in the adrenaline like a boot in the bozacks. KISS rules!” —STUFF Magazine 


"HISS looks to be one of the most intense action games ever, with hundreds ofenemies being thrown at you al once and rapidfire 
weapons ripping through them.” -PCGamer 


“| haven't, seen a first-person shooter in a while that, hag great, characters, and that's the strong selling point of the game.”-IGW DC 
“Building an FPS around this franchise, along with lots of monster and gore, adds up to big sales potential.” —Games Business 


"YOU WANTED THE BEST AND YOU GOT THE BEST- 
THE HOTTEST GAME IN THE WORLDAHISS!” -tnoite Magazine 
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Screens are from PC version. | 


retail.godgames.com 
to see full art for all four boxes!! 


www.kisspsychocircus.com 


RATING PENDING 


ATHERING 
*VEVELOPER 


Viet enero w cad 
LRE-FPGT? fer snare bts 


CONTENT RATED SY 
ES & 


KISS Psycho Circus, The Nightmare Child, and the KISS Psycho Circus logo are trademarks of Third Law Interactive.© 2000 Third Law Interactive. All rights reserved. © 2000 Todd McFarlane Productions, Inc. All rights reserved.© 2000 KISS Catalog, Ltd. All rights reserved. 
Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD.Gathering of Developers and godgames are trademarks of Gathering of Developers, inc.© 2000 Gathering of Developers, inc. All rights reserved. 
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CORBETT LIPPY GEEZER ZWEI PLAS! 


2s 


TROOP SANTINI PROTECTOR REAPER 


MONGREL STALWART 


& 


SPUME BRANSON CHO 


GUILLOTINE 


CORVOID RAPTOR RHINOID 


AA PANZER = SPECTRE ZWEI RAKETTE PANZER RHAPSODY 


INI SNIPER MACHINE GUNNER MISSILE MAN 


vionkeys 


FIREMONKEY 


BLUNDERBUS MISSILE RANGER 


GRENADIER MACHINE GUNNER MISSILE MAN 


PSYCHORAPTOR FRE BUG 
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www.talonsoft.com 


